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SECTION 1: GETTING STARTED 

Welcome to your personal instruction manual to Star bVara™ Galactic Battlegrounds™ 
Whether or not youVe experienced with reahtime strategy games such as Star Wars 
Galactic Battlegrounds, it will be worth your while to familiarise yourself with this 
manual — it details all that you1f need to know before you can successfully command 
one of the Star Wars galaxy's six most powerful dvilisations. This manual is designed so 
that it may either be read straight through, or consulted for reference. 

INSTALLINQ THE &AhAm 

Insert the Star Wars Galactic Battlegrounds Install CD-ROM into your CD“ROM drive 
and follow the on-screen instructions. If the setup process does not begin automatically 
or if you experience any other problems, please consult the Troubleshooting Guide on 
the CD-ROM, 

Insert the Ray CD-ROM once installation is complete. The first time you play Star 
Wars Galactic Battlegrounds, you'll fae prompted to enter a player name. This wl be 
used to store your preferred gameplay options and record your progress in the game's 
campaigns. 

Quick Start 

To quickly learn the basics of Star Ware Galactic Battlegrounds, choose the Basic 
Training option from the Main Menu screen. In this learning campaign, you'll join 
Attichitcuk, the father of the Wookiee hero Chewbacca, and will be introduced to 
many of the most important aspects of commanding your forces, building your base, 
and engaging in battle. For best results, complete Attichitcuk's scenarios in order. 
Players familiar with Age of Empires* fl: The Age of Kings^ should start on the 
fifth tutorial. 

A WORD TO Age of EMPfREs it Players 

If youTe experienced with Age of Empires games, you'll feel right at home with Star 
Wars Galactic Battlegrounds — it adopts the winning technology of the Age of 
Empires games and introduces a slew of new and enhanced features, some of which 
you'll learn about in the fifth Basic Training scenario, Star Wars Galactic 
Battlegrounds uses many of the same interface elements, keyboard hot keys, 
gameplay modes, and controls as seen most recently in Age of Empires II. However, 
the world of Star Wars Galactic Battlegrounds Is a very different place, filled with 
many new units, new technologies, and new strategies, These are some of the key 
differences between Star Wars Galactic Battlegrounds and Age of Empires games: 

- Six distinct playable Star Wars civilisations. 

• Authentically detailed Star Wars settings, such as Yavin and Dagobah. 

• An even larger technology tree, 

• Air units, and anti-air units, in addition to ground and sea units. 

•Advanced technologies, such as stealth, detection, shielding, and power. 

• Dozens of new units such as lightsaber-wielding Jedi and Sith Knights— and Bounty 
Hunters to use against them! 

• Legendary characters such as Darth Vader, Princess Leia, Chewbacca, Han Solo and 
many more. 
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THE MAIN MENU 

After the rntroductory sequences when you first 
foad Star 1/fers Galactic Battlegrounds, you wHI 
be presented with a Main Menu screen that gives 
you access to all the game's various modes of play 
and other features. Additional information about 
all these options appears in the right-hand portion 
of the screen when you float your mouse cursor 
over each option. By highlighting and left-clicking 
on the corresponding sections of the menu, you 
may access the following features: 

» Basic Training: A learning campaign featuring 
Chewbacca's father, Attichftcuk, will guide you through the basics of playing the 
game. 

•DataBank: An encyclopedia of information about the Star Wars universe in 
general, and about the various civilisations, settings, characters, and technology 
featured in Star Wars Galactic Battlegrounds in particular. 

+ Single Player: Engage in various modes of play against the computer including 
the robust Standard Game option, the story-driven Campaign Game option, and 
the Custom Scenario option. For more information on the modes of play, refer to 
page 16. 

• Muftiplayer: Select this option if you wish to play Star Wars Galactic 
Battlegrounds with a friend,, or a group of friends, and optional computer- 
controlled opponents, over LAN, direct TCP/IP, serial, or modem connections. See 
page 55 for details. 

• Zone.com™: Play Star Wans Galactic Battlegrounds online versus other human 
players and optional computer-controlled opponents for example over the MSN™ 
Gaming Zone. 

• Options: You can set various parameters for Star Wars Galactic Battlegrounds, 
including screen resolution, graphical detail, sound volume, scroll speed, mouse 
controls, and more. You can also customise keyboard hot keys and add, change, 
or delete player names. 

• Scenario Editor; Create your very own Star Wars battles in the Scenario Editor, 
a powerful tool that's suitable for beginners and expert mapmakers alike. You 
can even link multiple scenarios together using the Custom Campaign Editor. For 
more informatiori on the Scenario Editor, consult page 19. 

• Exit: Return to your operating system with this option, when you're finished 
playing a session of Star Wars Galactic Battlegrounds. 


CONVENTIONS WITHIN THIS MANUAL 

You control Star Wars Galactic Battlegrounds primarily by using youf mouse. When 
this manual refers to "clicking" or to "selecting" an obje^, it is referring to moving the 
mouse pointer onto that object and pressing the left mouse button. "Right-dicking," 
or pressing the right mouse button, will likewise be denoted as such. 
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CONVENTIONS WITHIN THE CAME 

Star Wars Galactic Battlegrounds provides extensive contextual Information on 
virtually everything within the game. When in doubt take note of the details that pop 
up whenever you float your mouse pointer over anything of interest within the game. 
Activate the online Help (click the Question Mark icon next to the Mini-Map) to remind 
you of important game fui^ctions, of keyboard hot keys you can use instead of the 
mouse, and of vital statistics about your economy and your military. 

The rest of this guide manual details many of the specifics of Star Wars Galactic 
Battlegrounds. Bead on to (earn more about how to lead your forces to victory. 

SECTION Ih HOW TO PLAY A STANDARD GAME 

Star Wars Galactic Battlegrounds lets you command the Galactic Empire, the Rebel 
Alliance, and four other powerful civilisations in battle against each other, from a 
strategic varitage point. Each civilisation has particular strengths that you'll learn 
about ih this guide and also discover during confrontation. Though radically different 
in philosophies and appearances, each civilisation ultimately has similar aspirations — 
to become the greatest civilisation in the galaxy There are different means to this end. 
A civilisation may wage all-out war against its rivals by building up its forces, 
researching powerful military technology and using these to vanquish its foes. A 
civilisation may claim cultural superiority by focusing on science instead of military 
might, and by using Its collected riches to erect a mighty Monument in its own 
name— a (Monument that would humble any would-be rivals. A dvillsation may also 
succeed by sweeping the planetary surface and claiming all of its priceless Holocron 
artifacts. For more details about each of the civilisations and on victory conditions, refer 
to pages 14 and 18. 

STARTING A SKIRMISH 

To begin playing Star Wars Galactic Battlegrounds right away try a Standard Game. 
Standard Games take place on randomly generated terrains by default, and thus 
always provide a different' experience. 

To start a Standard Game, select Single Player from the Main Menu, then select 
Standard Game. For r>ow, just dick the Start button to jump right in— but later, you'll 
want to take the time to explore the many ways in vvhich you can modify the Standard 
Game settings. Refer to Standard Game Types on page 17 for more information. 

Playing the Game 

NOTi: Be sure to turn Help on {dick the Question 
Mark icon). This makes additional information 
appear onscreen when you float the mouse over 
interface features arrd units. 

In a typical Standard Game, you begin at Tech 
Level 1 (in which the technology available to you is 
very limited) with a Command Centre, a handful of 
worker units, and a Scout Mech. These meager forces 
must help you make the first steps towards your goal 
of expanding your dvillsation and eventually 
defeating any hostile civilisations In the area. 





Initially, much of the Mini-Map will be covered in black—this represents your lack of 
reconnaissance data on your surroundings. You must scout the terrain, and begin 
gathering resources — food and carbon, and later also nova crystals and ore — which 
you'll use to build structures and unrts, and to research new technologies. This in turn 
lets you advance through the four Tech Levels, which grant you access to even more 
new technology, new units, and new facilities. Eventually you II be prepared to attack 
your opponents with the armies you've amassed, or to defend yourself against theirs. 

As soon as the game begins, it's wise to send off your Scout Mech to explore the 
nearby territory, and to locate valuable resources in the immediate vicinity. 

To scroll your view of the map, simply move your mouse pointer to the edge of 
the screen in the direction you wish to scroll* Alternately, you may use the keyboard 
ARROW keys to scroll Scroll speed may be adjusted to your preference tn the Options 
screen from the game's Main Menu. 

To move a single unit, simply click on it, then right-click on its point of 
destination. It will acknowledge your order and proceed to the new location as quickly 
as possible. Try moving your Scout Mech around the outskirts of your base. 

To move a group of units, press and hold the left mouse button and drag a box 
around the units you wish to move, Let go of the mouse button to select them all, 
Additional units may be added to a group fay holding the SHIFT key and dicking on 
the additional units. Once you have selected a group, rlght-dick a point on the map 
to order the group to move there. Groups will automatically array themselves into 
logical formations— that is, more vulnerable units will typically place themselves 
behind sturdier units— and groups will always move at the rate of their slowest unit. 

The Four Resources 

There are four resources that you will need to gather in Star Wars Galactic 
Battlegrounds: carbon, food, nova crystals, and ore. Initially, be on the lookout for 
trees or rocklike carbon deposits, which your workers can extract carbon from; and 
berry bushes and animals such as nerfs and banthas, which provide food. 

Ttp: Though workers can optionally kill dodil^ CHtATLiBea like 

NERFS AND BANThas A N O [^UtCKLY EXTRACT A SUPPLY OF FOOO FRPNf 
THEIR BODIES, LIVE CREATURES CAN ALSO PROVIDE A CONTINUOUS 
SOURCE OF FOOD BY BEINB B A R R E S O N £ O IN AN ANIMAL N U R S E R Y— YQ U ' LL 
BUfLD ONE BHORTLY* 

Also be sure to take notice of greenish patches of nova crystals, a precious 
commodity used for the purchase of many advanced units, structures, and technology: 
and purple patches of ore, which are used mostly for reinforced defensive structures. 
You don't need to start gathering nova crystals and ore just yet, but your workers wiii 
eventually need to mine both of these in addition to gathering carbon and food. 
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The Resource indicator tells you how many resources you have stockpiled, your current 
population and how many units your existing housing will support. 


To collect resources, select a worker unit and right-click on the corresponding 
resource patch. The worker will autornatically gather as much of the resource as it can 
carry, then return the surplus to the nearest storage facility— either your Command 
Centre, or a dedicated resource processing plant that you have built. The worker will 
then repeat the process, and continue to do so until the resource supply is entirely 
exhausted, unless you order it otherwise. 

Your few workers won't be enough to sustain your economy. You can build more 
at the Command Centre. 

To build a worker, select the Command Centre 
and dick on the Create Worker button in the lower- 
left hand area of the interface. Fifty units of food — 
which feeds the Ugnaughts who in turn build the 
worker droids inside the Command Centre — will 
automatically be deducted from your reserves, and 
production will begin. You'll see a percentage 
indicator showing the manufactunng progress. Soon, 
your new worker will be complete, and wi!l appear 
towards the bottom side of your Command Centre. 

Select H and get ready to order It to build a structure. 

Population Limits 

Once you've built your worker, you'll notice you can't build any more. That's because 
you've reached your population limit— the maximum number of units that your 
civilisation can sustain. Your civilisation is still very young— your Command Centre 
supports only five units, fortunately, inexpensive buildings called Prefab Shelters may 
be constructed to increase your population limit by five units at a time, (later, youll 
be able to build additional Command Centres, as well as Fortresses that support 20 
units.) You must continue to increase your population limit as long as you intend to 
keep constructing units. Note that the default maximum population for a civilisation 
is set to 75 units, though, by adjusting the parameters before a scenario, it can be set 
as high as 2D0. 

To increase your population limit, select a worker, click the Buildings button, and 
then dick the Prefab Shelter button. You'll see a ghost image of your Prefab Shelter 
appear in place of your pointer, and can then proceed to build the structure by clicking 
on any unobstructed location. Invalid locations will cause the ghost image to turn red. 
Once you choose a site for your building, your selected worker will proceed there and 
begin construction. Other workers can be used to accelerate construction. 

Tip: UNCtKE pthep ctvi lis atidnb, the Tbadc federatidh and »ts 

POBOTFD ARMIES HAVE ND NEED FDR PREEAH SheltehS|k AND THUS 
CANNOT SUM-D THEM. The TRADE Federation stilj. cannot exceed the 
POPULATION LIMIT AND CAN DNLT SUELD UP TO IT» 

Your worker may stop to await further orders once your Prefab Shelter is complete. 
You'll notice this when the Idle Worker button begins flashirig next to your Mini-Map. 
Click on it to centre your view on the idle worker, and prepare to order the worker to 
build another structure. 



QATHEFtiNO FOOD 

Food is the most important resource in Tech Level 1 . You need it to build more workers, 
which are vital to your economy. Before using valuable carbon to make Farms, take 
advantage of hunting, gathering and fishing. 

Muja fruit bushes are an invaluable source of food in Tech Level 1. Look for them 
near your Command Centre. To gather fruit, select a worker and then right-click on a 
fruit bush. 

When the muja fruit bushes have been consumed, you can use your workers for 
hunting. 8e cautious, however, as some animals — rontos, dewbacks, and 
falumpasets— will attack workers trying to hunt them. Other animals, including 
eopies, kaadus. cu-pas, and mynocks, will not harm your workers. To hunt an animal 
simply select a worker or group of workers and right-dick the animal you wish to hunt 
It is best to send several workers, as the meat from an animal begins to decay the 
moment it is killed. More workers wit! be able to gather the meat faster and make the 
most of the animal. 

Fishing is another good source of food. Select a worker and then right-dick on 
patches of fish that are near the shore. 

In all cases, workers will gather food at the location you assigned them until all 
nearby food runs out. Hunters will kill other nearby animals that are within their line 
of sight, and fishing workers will move to other patches of fish. Building a Food 
Processing Centre near a large supply of food, such as muja fruit bushes or animal 
herds, will greatly increase food production. Note that not all maps have muja frurt 
bushes or large populations of wild animals. Space maps, for example, may just have 
a few mynocks. 

Building Ypur Base 

Now you should continue to produce workers and also start to optimise your resource 
gathering by creating dedicated resource-gathering facilities. An Animal Nursery may 
be a good place to start — ^it can really help build your supply of food, and it will also 
allow you to build Mounted Troopers once you build a Troop Centre. 

To construct an Animal Nursery, select a 
worker, dick the Buildings button, and then click 
the Animal Nursery button. Place the foundation 
for your Animal Nursery somewhere dose to your 
Command Centre, and shortly, your worker will 
finish the job. 

Now, youll wish to garrison all your nerfs or 
banthas in your Animal Nursery, so that they can 
supply your civillsatbn with a continuous source of 
food. 

To ganrlson units In a building, select some 
units, hold down the ALT key, and rrght*dick on the 
building, You'll see your banthas or nerfs disappear inside the building. If you now 
select the Animal Nursery, youll notice that the Status Area at the bottom of your 
screen indicates how many creatures you've stored. The more creatures you've stored, 
the faster your food supply will increase. The food is essential for building new workers. 



iTlPJ You can OAFELV C3AHRIHOISt MQ3X QRmUND UMITS JN MANIY TTPES OF 
I STRUCTURES. Try P ARRISOhtfWH COMSAT UNITS IN STRUCTURES WITH 
I MILITARY CAPABILITY, SUCH AS TURRETS AHD FnRTRESSES, TO PROTECT THE 
1 UNITS ANO ALSO TD JNCREaSE THE ATTACK POWER Q F THE STRUCTURES. 


Now that you're receivir;g a steady amount of food, you may wish to build a Carbon 
Processing Centre as dose^to a large nearby source of carbon as possible. Once 
constnjctfon H complete, your worker will automatical ly begin gathering the resources, 
The carbon will let you construct new buildings. 

As your surplus of resources begins to grow, and as you continue to produce more 
workers and more Prefab Shelters to accelerate your economy, you'll also want to begin 
creating some basic military forces. Begin by ordering a worker to build a Troop Centre. 

To construct a Troop Centre, select a worker, 
dick the Military Buildings button, then dick the 
Troop Centre button. Other military buildings will 
later become avaifable from this menu. Place the 
foundation for your Troop Centre near your 
Command Centre, like any other building, and 
shortly, your worker will complete the facility. 

Once ifs finished, you can use it to begin 
producing Trooper Recruits. However, your Troop 
Centre — and your Animal Nursery, for that matter — 
are currently unpowered, and are running at just 25 
percent of their maximum efficiency. You'll need to 
provide energy to these facilities before they're to 
become reasonabiy productive. 


Tractiis Centre 


PowERiNQ Up Your Base 

You need to order a worker to build a Power Core next to unpowered structures in order 
for those structures to begin operating at their maximum capacity. Without a Power 
Core, buildings operate at 25 percent of their effectiveness. Therefore, creating units, 
researching upgrades, and gaining food from the Animal NurseFy will take 75 percent 
longer without a Power Core. Though most buildings require a Power Core for maximum 
efficiency, some do not, including Prefab Shelters, Command Centres, Turrets, Fortresses, 
Walls, Farms, and Aqua Harvesters. 

To build a Power Core, select a worker, dick the 
Buildings button, and then dick the Power Core 
button. The ghost image of the Power Core will 
appear, allowing you to place the structure just like 
any other — however, note the bluish oval 
surrounding the Power Core. All your buildings 
inside this area will be powered by the Power Core 
once it's built, so try to place it so that it will power 
both your Animal Nursery and your Troop Centre. 

There should be plenty of room for additional 
buildings, too. 

Once the Power Core is built, your buildings will 
be in perfect working condition. The Animal Nursery will provide food faster, and the 
Troop Centre will produce Troopers more quickly. You can easily see if a building has 
power once it is built. Powered buildings have glowing green tights, while unpowered 
buildings have blinking red lights. 







Buildino Vour Units 

Now you're ready to train a Trooper Recruit a lightly armed and armoured ranged attack 
soldier. These are vitaJ units for earfy defence and attack. 

To train a Trooper Recruit, select the Troop 
Centre and dick the Trooper Recruit button. The 
required amount of resources to train a Trooper 
Recruit will be automaticaily deducted from your 
reserves, and training will begin. You may dick the 
button multiple times to queue up multiple Trooper 
Recruits for production* who wifi be trained one at a 
time. You can queue up five units at a time by 
holding the SHifT key while dicking. To cancel unit 
production or remove a unit from the queue* simpfy 
dick its picture in the Status Area at the bottom of 
the screen; your funds for these cancelled units will 
be returned in full. 

tip: WH£H you mUEUC UP MUILTIPLC UNITH FOR P R£J O LI ClT 1 D M * YDLl PAY 
FOR THEM UP FHQNT. Bm: MUstoruL nr rwis — for jnstahce. if vauH 
PHaDUCTlQK FADIt.lTY IS DESTROYED WHEN YOU HAVE UNITS IN THE 
PRODUSTION QUEUE, THOSE EXTRA RESOURCES WILL BE LOST, 

Since you already have an Animal Nursery, you may also train some Mounted Troopers 
to support your Trooper Recruits. Mounted Troopers have a powerful dose^range 
attack. 

EXPLOI^INO THE MAP 

As you grow your military and continue stockpiling resources, take the time to explore 
your surroundings more fully using your Scout. To explore the map, select your Scout 
Mech and right-dick anywhere in the black areas, either on the main map or on the 
Mini-Map in the bottom right-hand comer of the screen. Barring any obstacles, your 
Scout wifl proceed to that point, revealing the map as it moves. 

TtP! YOU CAN QUEUE UP MULTIPLE MOVE ORoERB BT SETTINCS WAV 
] POINTS, BY HOLDING DOWN THE S H IFT KEY AND R t Q H T« C Lt CK I N G , FOR 
/lORE INFORMATtON ON WAY POINTS, SEE PAGE E4. 

As your Scout uncovers the unrevealed parts of the 
map but leaves the immediate area, you'll notice a 
semitransparent fog-of-war will cover that area. 

This represents a point you've explored, but no 
longer have detailed information about. You can 
still see the terrain* but will not know what is going 
on in that area unless you have a unit or building 
in the Immediate vicinity. For instance, if you 
happen to discover the position 
of another civilisation's base, and promptly leave 
the area, you will only retain a snapshot of this 
rival's machinations^ — you will not be able to see 
his/her every move unless you have units within 
visual range of the enemy base. 

TFPi Take ngtibe df Hqlpuronb early on, which jepi 

SITH UNITE CAN COLLECT AND RETURN TO THEIR Tembueb 

I generate a CDNTINUDUS supply of nova crystals. 
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ADVANCiNS IN Tech Levels 

By now you are prepared to advance to the next Level There are a total of four 
Tech Levels in Star Wars Galactic Battlegrounds, and each successive Tech Level 
represents a signtficant technological advantage over its predecessor. 

To advance to the next Tech Level, select your 
Command Centre and dick on the Advance fo Tech 
Level 2 button. You'll need 500 food and three 
different Tech Level 1 buildings in order to be able to 
use this option. NOTE: Prefab Shelters dont count as 
new buildings towards earning a new Tech Level. 

It you've gathered the necessary resources and 
built enough Tech Level 1 buildings to develop the 
upgrade, the research will begin. Youll hear a 
distinctive chime and notice your buildings have 
advanced once you reach Tech Level 2. 

jTiis-s Vou’cl hear a oHiME and sec a mksbag £ aHscwEEH whem yciiir 
lifiVALB aovance to the hext Tech Level — and they'll know when 
Iydu do, too. keei* in mind that your command centre will not fiE 
Iable td produce new workers^ or do anything else, as iT 
Iresearchee Tech Level upgrades. 

UP6RAPINC3 Your Forges 

Once you've advanced to Tech Level 2, you'll notice that your workers have more 
building options available. You may wish to construct some of these, such as the Mech 
Factory or the War Centre. Be sure to place them in range of your Power Core. Also, 
your various structures will have gained new technology research options. First, try 
using your new Tech level 2 technology to upgrade your Trooper Recruits. 

To upgrade your Trooper Recruits to more powerful Troopers, select your Troop 
Centre and click the Research Trooper button. If you have sufficient resources, the 
research will begin. Once finished, all your existing Trooper Recruits will be upgraded 
to Troopers, and you will be able to produce Troopers from that point forward. 

You may proceed to upgrade your Mounted Troopers in a similar fashion. As you 
continue to advance in Tech Levels, you will see more and more upgrades become 
available in the Troop Centre and in other military buildings, vvhich will allow you to 
enhance your units' speeds, lines of sight (LOS), and more. 

FARMilSiG FOR FOOD 

Your initially limited sources of food will likely have run dry at this point, so one way to 
continue producing large quantrties of the resource is to build Farms. Before you can 
build Farms, you need to build a Food Processing Centre. Your workers can return with 
food to this structure, and it also lets you research technology to improve food 
production. 

To build a Farm, select a worker, dick the Buildings button, and click the Farm 
button. Farms are built from carbon, and multiple Farms can quickly sap your reserves 
of this resource, so make sure to have ample workers on carbon before committing to 
farming. Place the Farm as dose to either your Command Centre or your Food Processing 
Centre as possible. The Farm will be built instantly, and the worker will immediately 
begin workirrg on it. Only one worker can work on a Farm at any given time. 


^Aft WARS GALAaiC 
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After a whtle, the Farm's resources will expire. At that time, you may replant it by 
selecting its worker and right'clickrng the expired Farm. This costs the same amount of 
carbon as it does to build a new farm, but It's faster. Alternately, you can queue up Farms 
for replanting at your Food Processing Centre, though you will have to pay the carbon 
up front. 

Researching New Technology 

You can improve the quality of your forces in other ways besides upgrading them 
directly. Build a War Certtre if you haven't already— the War Centre lets you upgrade 
many general aspects of your military. 

To research a new techr^ology, simply select the coFTesponding building — in this 
case, the War Centre — and click the technology you wish to acquire. Try researching 
the Primary Focusing Coils technology, which will make your Troopers' blasters more 
powerful. 

Build some more Troopers while waiting for 
remember to keep track of your population limit. 

Attacking hostile Forces 

If you've amassed a sizable force of upgraded 
Troopers, you're ready to mount an assault. First, 
pinpoint the location of a hostile civilisation using 
your Scout, if you haven't already. Then, select your 
Troopers by left-clicking and dragging a box around 
them, or double-click to select all units of orte type, 
and send them toward the location of yogr fops. 

To attack hostile units or buildings, simply 
right-dkkthe target of your choice when you have 
military units selected. Not all units can attack all 
targets— for instance, most ground units cannot 
attack atrcraft, whereas antl-air units can attack aircraft units, but not ground units. 
Some units have a minimum effective range, meaning they cannot attack hostile units 
that get too dose. Also note that units given move orders In the vicinity of hostile 
forces will promptly cease their attack and give priority to moving to their destination 
before continuing to engage any nearby assailants. For more information on units, see 
Section VII: Units on page 35, For more information on advanced unit control, see 
Section IV: Battlefield Control on page 20. 

To repair or heal units, see Repairing and Healing Units in the Appendix on page 68 
for details, Medics and workers can heal and repair most units and buildings. 

Tips Nn uniT mat move and attack at the: same time, 

Tech Level 3 and Beyond 

You wi]] have many options available to you at this stage in the battle—there are many 
paths to success. Generally, it Is important to have plenty of workers gathering all four 
resources. When you have an excess of carbon, you may wish to build any military 
buildings that you haven't already, such as the Mech Factory and the Jedi/Sith Temple. 
If water is nearby, you may wish to expand your production to the sea by building a 
Shipyard. The sea is a valuable source of food, and building military Ships can give you a 
tactical advantage. 




Once you have built two Tech Level 2 buildings 
and have gathered 800 food and 200 nova, you 
may advance to Tech Level 3, at which point you 
gain access to many more technologies and several 
new buildings, such as^ the Air Base. Aircraft 
produced at the Air Bas^have unijmhed mobility 
and cannot be hit by most ground forces, except 
for those equipped with anti-air weapons. 

At Tech Level 3, you may also build a Fortress, 
which gives you access to your civilisation's unique 
unit, and eventually its Cannon, an extremely 
powerful weapon for use against buildings (and 

any forests that stand in your way). Furthermore, Tech Level 3 gives you the 
opportunity to upgrade your Jedi or Sith units to Jedi Knights or Sith Knights. These 
units can be used to convert hostile units to your side. You may also build a Heavy 
Weapons Factory at this stage. Heavy Weapons are specialised support weapons that 
can be extremely effective in their intended roles. For more information on any of 
these units, consult Section Vif: Units on page 35, 

As you expand, be mindful of defending your base — you will be able to build 
defensive Turrets and Walls, which can keep your foes at bay. When you finally 
advance to Tech Level 4, you will be able to research the ultimate technoiogica! 
upgrades, making your existing forces as powerful as can be. For more information on 
all of these technologies, refer to Section VIII: Technologies on page 46. 

Winning a Battle 

In a standard random map game, you win by destroying all of your rival dvifisations' 
structures, by capturing and contfoiling all Holocrons on the map for a certain period 
of time, or by building a Monument and defending it for a certain period of time. 
Other victory conditions are available in some of the other modes of play For more 
information on these, refer to Modes of Play on page 16. 

SECTION HI: FURTHER DETAILS 

This section goes into further detail about the six different civilisations available in Star 
Wars Galactic Battlegrounds, and describes its gameplay options, interface features, 
and various tontrol mechanics in further detail. For best results, you should be 
comfortable with the lessons from Section II: How to Play a Standard Game on page 
6 before delving into this section. 

THE Six Civilisatidns 

Sfar Wars Galactic Battlegrounds lets you command one of six powerful, 
different civilisations: 

Trade Federation 

A conglomerate of interstellar traders and merchants, the secretive 
Trade Federation became wealthy enough to build its own 
powerful military consisting almost entirely of robotic fighting 
units. The greedy Neimoidtan leaders of the Trade Federation — 

Nute Gunray and Rune Haako — decided to deploy this 
mechanised arsenal on the wealthy planet Naboo. The Trade 




Federation's droid armies have no use for Shelters like the other dvilisations do, 
allowing the Trade Federation to quickly mobilise its military. On the other hand, the 
Trade Federation's worker droids are somewhat less efficient at gathering carbon than 
the workers of the other civilisations. 

Royal Naboo i 

The Royal Naboo have a long history and a rich culture. Though 1 
inclined towards peace, the Royal Naboo nonetheless have highly | 
advanced military technology and no short supply of willing, loyal 
soldiers with which to employ it. Furthermore* the lavish 
architecture of the Royal Naboo is made possible by its highly 
efficient workers, who can also mine invaluable nova crystals at 
a significantly faster rate than the workers of other civilisations. 

Gun g a ns 

Comprising a number of different tribes, the Gungans are an amphibious 
race that is indigenous to the planet Naboo. The Gungans lack much in the 
way of traditional technology, but they have actually learned to 
genetically engineer various weapons and vehicles, and even beasts, 
that are just as effective. Their natural predilection towards 
water grants the Gungans an exceptional navy — in particular, 
their Frigates are fully submersible, and undetectable by normal 
means. Furthermore, the Gungans have the unique ability to 
construct underwater Prefab Shelters. They are a brave 
civilisation who are prepared to defend themselves agairjst any incursions. 

Galactic Empina 

Headed by Emperor Palpatine. the Galactic Empire represents the ^ 
oppressive remnants of the Old Republic. The Galactic Empire has 
superior mechanised armies, including the mighty AT-ATs. It also 
commands legions of ruthless storm troopers, the faceless 
enforcers of the Emperor. The Empire even plays host to a 
contingent of Sith Knights, skilled in the dark side of the Force, 
who are capable of bending any would-be insurgents to the 
Empire's cruel will. 
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Reb^l Attiance 

Once just a small underground movement to suppress the expansion 
of the Galactic Empire, the Rebel Alliance grew to become the Empire's 
greatest threat. The Rebel Alliance is particularly renowned for its air 
force and its extraordinary pilots. However, the Rebels are a 
powerful, industrious faction all around — even their modest 
worker droids are exceptional, in that they can gather food 
from Farms at a slightly faster rate than any other civilisation. 

Waokiees 

This hulking, fur-covered race is often perceived as being primitive, perhaps because Its lush 
home world of Kashyyyk Is densely covered in foliage and also because Wockiees are 
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reluctant to wear clothing. But \n fact, among the Wookiees are many 
brilliant scientists and engineers who, in the face of the threat of Imperial 
slavery, managed to develop many powerful weapons. Their heavy 
weapons and aircraft are especially powerful, as are their Troopers, 
who fight vvith unbridled ferocity. 

These civilisations are^ll featured prominently in the si?t 
unique single-player campaigns of Star Wars Galactic 
Battlegrounds, | 

MODES OF PLAY 

The following modes of play are available in Star Wars Galactic Battlegrounds: 

CAMPAIQN5 

Star Wars Galactic Battlegrounds lets you relive 
the historical trials and tribulations of its different 
civilisations in six distinct campaigns. Command the 
Trade Federation, the Qungans, the Rebel Alliance, 
the Galactic Empire, and the Wookiees. and lead 
these diverse armies in epic battles to historic 
victories. Note that no campaign for the Royal 
Naboo is available, although they figure into the 
Gungan campaign. 

To play a campaign game, click Single Player on 
the Main Menu, and then dick the Campaign 
option. Then, select the campaign you wish to engage in. You may play any of the 
campaigns In any order The Basic Training campaign {the first) occurs prior to the 
events seen in Star Wars: Episode I The Phantom Menace, while the Wookiee 
campaign (the sixth) takes place after Star Wars: Episode VI Return of the JedL When 
you finish each campaign, one or more bonus missions wiii become available. 

Custom Campaions 

This option lets you play a custom scenario or full campaign, built using the Scenario 
Editor thafs included with Star Wars Galactic Battlegrounds. More details on the 
Scenario Editor are available on page 19. 

To play a custom campaign game, dick Single Player on the Main Menu, then 
click the Custom Campaign option. Then, select the player-made scenario or campaign 
you wish. 

SAVED Games 

If you previously saved your progress during a campaign mission, a custom campaign 
scenario, a standard game, or a multiplayer game, you may continue playing from that 
point. 

To continue playing a previoysfy saved single-player game, dick Single Player 
on the Main Menu, and then dick the Saved Game option. Now select the saved game 
you wish to pursue. 

To continue playing a previously saved multiplayer game, dick Multiplayer on 
the Main Menu, and select your connection type. If you are hosting the game, dick 
the Restore button and choose the saved game you wish to continue. If you are 
joining the game, select the game from the Games list. 


STANDARD OAMC SCREEN 


Standard Games 

This open-ended option lets you set up a battle to 
your exact specifications and take on up to seven 
other civilisations, either player-controlled, 
computer-controlled, or some of each. Whether 
you're just learning to play or are already an 
experienced commander, the Standard Game 
option wift provide you with unlimited challenges. 

To piay a Standard Game against the 
computer, dick Single Flayer on the Main Menu, 
dick the standard Game optiort, choose the battle 
settings you prefer, and dick Start. For help with 
battle settings, simply float your mouse over any 
of them and look for the details near the bottom 
of the screen. 

To play a Standard Game against a live opponent dick Multiplayer on the Main 
Menu, select your multiplayer connection type from the available options, then dick 
on Create if you are hosting the game, or Join if you intend to participate in a game 
another player created. You will then be transferred to a screen similar to the single- 
player Standard Game menu, only you will be able to play against human players 
along with computer-controlled players, if desired. See page 55 for details on 
multiplayer play. 

Standard Games, whether for one or more players, are very open-ended. You may 
set a Standard Game's options to your preference by using the various drop-down 
menus you'll see on the screen. Options include the following: 

Stiandard Game Types 

You can customise everything about a Standard Game, starting with the game type. 
The following game types are available: 

' Random Map: The terrain will be randomly generated, and standard rules will apply 
unless you dictate otherwise. 

* Terminate the Commander: Each player begins with a Fortress and a Commander 
unit, and the object is to eliminate the opposing commanders. Here, the Fortress' 
Bothan SpyNet technology {the ability to see what your opponent sees) is replaced 
with a Commander Locate ability, which can be used to temporarily reveal the location 
of rival Commanders. 

* Death Match: You begin with plenty of resources, and may create an army and attack 
your foes almost immediately. 

* Scenario: You may engage in a custom-built scenario that was constructed using the 
Scenario Editor provided with the game, 

* Commander of the Base: You must capture a central Monument and defend it until 
the countdown ends in order to win. Other players can seize the Monument if all of Its 
defenders are eliminated. 

* Monument Race: You engage in a purely economic war against other players, in order 
to be the first to complete a Monument. No militafy actions are allowed in this mode. 



• Defend the Monument; You begin with a Monument and must defend it against a 
concerted effort to destroy it by all your opponents. 

Besides game type, you may toggle many other standard game parameters, which 
are fully explained on the Standard Game menu. Regardless of the game type you 
choose, the interface used to control your forces will remain constant. 

CHoastNe A M/\p 

There are many different types of terrain available in the Standard Game mode of Star 
Wsrs Galactic Battlegrounds, and you can choose from these by changing your 
selections in the Map Type and Location drop-down menus. The various map types are 
described in detail below the drop-down menus. As a rule, the setting you choose for 
Map Type will affect the available options in Location. Map Type offers a choice 
between the Standard and the Star Wars Locale options. The Standard setting lets you 
select from a variety of general locations, such as Savannah and Forest. The terrain will 
be randomly generated each time you play. On the other hand, the Star W^fs Locale 
setting lets you compete against rival civilisations In a variety of authentically modelled 
Star Wars settings, from the desolate, sand-covered surfaces of Tatooine to the frozen 
wasteland of Noth. Though the terrain is generated randomly, it will still have the 
characteristics of a particular locale. Hoth will be icy; Dagobah swampy. 

Victory Ccnditions 

Random Map games give you the option to choose from five different victory 
conditions, which determine how the winning player will be selected. The victory 
conditions are: 

• Standard: Awards victory to the fir^ player who either defeats all rival civilisations, 
collects and holds alt Holocrons on the map for a designated time, or builds and 
defends a Monument for a designated time. 

■ Conquest: The victor must defeat all other rivals— Holocron victories and Monument 
victories are not permitted. 

- Time Limit: The player with the greatest score at the end of a particular time limit is 
the winner. 

• Score: The player who is first to earn a particular score wins the match* 

■ Last Person Standing; There is no allied victory^ Team members must ultimately turn 
on each other until there Is only one player left, NOTE: This victory condition is only 
available for multiplayer games. 

Regardless of which game type and victory condition you choose, your score will 
be displayed at the conclusion of every match. 

About Scorinq 

Your score in Star Wars Galactic Battlegrounds is derived from a number of factors. 

• Resources added to your stockpile translate to t/10 of a point per unit. That is, if a 
worker deposits 10 units of carbon, one point is added to your score. 

• Spending resources to construct buildings, produce units, and research technologies 
adds 1 point to your score for every 1 0 resources spent. Thus if you spend 50 food 
to make a worker, you receive 5 score points. 


•The point values of units that are killed or 
converted are added to the score of the player 
who kills or converts the units, and subtracted 
from the score of the pfayer who loses the units. 

Thus if your worker is destroyed by a ferocious 
Wookiee, you would lose the IQ points you 
gained from building the worker, and the player 
controlling the Wookiee would gain those points. 

• Each 1 percent portion of the map you explore 
grants you 10 points. 

SAVING Your Progress 

To save your progress at any time during a Standard Game, a Campaign scenario, a 
Custom Campaign mission, or a multiplayer game, locate and dick on the Menu 
button on right side of the interface (or hit the FI 0 key) and dick Save. You may then 
enter a description for your saved game. 

EXITING THE Same 

To quit playing Star Wars Galactic Battlegrounds at any time during a match, dick 
on the Menu button on the right side of the interface (or hit the F10 key) and dick 
Quit. Or in a multiplayer game, click Resign, You will be prompted to confirm before 
you quit or resign. Alternately, you may press ALT+F4 keys to quit You will be 
prompted to confirm your decision. 

Using the Scenario Editor 

Star Wars Galactic Battlegrounds features a complete Scenario Editor that not only 
lets you set up and stage your very own Star Wars battles, but even lets you link several 
such scenarios together in a Custom campaign. The following section provides a brief 
overview for getting started using this powerful tool. 

, tMPnHTANT Nonce: rouH use nr the Scenario Editor is subject to 

I THE SOFTWARE LIEENHC TD WHICH YOU AORCE BY UBINEl THE SOFTWARE^ 
JCLUDINE3, WITHOUT L,pMITATiPN| ALL TERMS AND CDNOlTIDhla 
iReRTAININD TO THE USE OF THE SCENARtD EDITOR- AMONQ OTHER 
THmSS, YOU are entitled TO CREATE RCENARIO& AND CUSTOM 
CAMRAidNS FDR RERSDNAL RECREATIONAL UEE^ DR FDR FREE 
DISTRIBUTION, You ARE NOT RERMITTED TO SELL PR COMMERCIALLY 
jpiBTRIBUTE ANY PRODUCT OF THE SCENARIO EdiTDR, INCLUDING, 
ITHDUT LIMITATION, ANY SCENARIOS ANO/^OR CUSTOM CAMRAtONS. 

To access the Scenario Editor, dick Scenario Editor on the Main Menu. Three 
different options will become available: 

* Create Scenario, for building new scenarios from scratch, 

• Edit Scenario, for modifying preexisting scenarios. 

* Campaign Editor, for linking scenarios together into campaigns. 

Cr^^eing or EdiCing Sconarios 

When you opt to either create a new scenario or edit an existing scenario, you'll notice 
that the Scenario Editor screen features an interface that's reminiscent of the interface 
you'll find within the game itself- Creating scenarios is relatively simple — you only 
need your mouse. 
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The buttons along the up per- left- hand side of 
the screen represent the various global options you 
have available. These buttons give you access to 
placing various units and terrain features on your 
map. as well as event triggers, and more. 

Whenever you press fine of these buttons, the 
contextual options at the bottom -left-hand corr^er 
of the screen will change, allowing you complete 
control. 

The Scenario Editor is documented within the 
program itself. Simply float your mouse over 
elements on the screen for more information. 

To save your scenario, dick the Menu button in the upper-fight-hand corner of i 
the Scenario Editor, and click Save or Save As, | 

To test your scenario at any time, dick the Menu button, and click Test. 

To return to the Scenario Editor from a testing session, click the Menu button on 1; 
the interface and dick Quit Current Game. 

Creat^ing a Cu^orn Csmpatgn 

The Custom Campaign option lets you string several scenarios together in sequence, 
Unlike the six single-player campaigns featured in Star Wars Galactic Battlegrounds, 
please note that your Custom Campaigns cannot contain transitional screens between 
scenarios. 

The Campaign Editor interface is simple. To create a new campaign, first type a new 
name in the Campaign Filename box, or select an existing campaign to modify it. 

Then, choose a preexisting scenario from the Campaign Scenarios box and dick Add 
to include it in your campaign. The Campaign Scenarios box will list the scenarios you've 
chosert in the order in which they will appear in your campaign. To change the order in ^ 
which the scenarios will be played, dick on a scenario in the Campaign Scenarios box, ^ 

then use the Up and Down buttons to shift a scenario's position in the campaign. To j 
remove a scenario, use the Remove button. When you're finished, dick Save. I 

In the next section, you'll learn more about the interface and also about how to 
gain full use of your forces in battle. 

SECTION IV: BATTLEFIELD CONTROL 

This section gives you more detailed Information on how to control your military forces 
in battle, beginning with a close look at the game interface. 

The Interface In Depth 

Though the in-game interface for each of the six civilisations is superficialiy different, 
you'll notice the same basic set of features along the bottom portion of the screen: 

Command Menu and Status Area 

The left-hand portion of the interface consists of a context-sensitive Command menu 
and Status Area, which change depending on which unit or structure you have selected. 

For worker units, the Command menu will give access to their various building, repair, 
and resource-gathering options. For military units, you can set their behaviour. 
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The Status Area will list detailed statistics on whichever unit or structure you have 
^ selected. If online Help Is on, float your mouse over any icons in the Command menu 
and Status Area, and additional information wiH be made available. 

Status Indicators 

Above the Status Area*, you'll see a rovv of four circular context-sensitive indicators, 
which light up depending on whether a selected unit or building has particular 
abilities. From left to right, these are: Shield Indicator, for whether the unit or building 
is shielded; Power Indicator, for whether a building is in range of a Power Core and 
thus operatirtg at peak efficiency; Stealth Indicator, for whether the selected unit is 
Invisible; and Detector Indicator for whether the unit or building has the ability to 
detect stealth units. 

Tech Level Display 

Adjacent to these indicators, you'll see a notice of which Tech Level you're currently at. 

Mini-Map 

To the right of the Status Area, you'll see the diamond-shaped Mini-Map, which 
represents the entire terrain. In the bottom left quadrant of the Mini-Map, you'll see 
the Idle Worker button, which flashes when one or more of your workers is standing 
by. In the upper-right quadrant of the Mini-Map, you 11 find buttons that allow you to 
toggle on or off various advanced interface commands {off by default); and floating 
help messages (on by default). The advanced interface commands are described in 
more complete detail below. 

Resource Indicators 

Above the Mini-Map, from left to right, you1l see numerical indicators telling you how 
much carbon, food, nova crystals, ore, and population you have. 

Menu Systems 

Along the far right, from top to bottom, there are five icons that respectively let you 
access the Game menu; the Objectives menu; the Chat menu; the Diplomacy menu; 
and the in-game Technoiogy Tree, which shows all the units, buildings, and technology 
available to your civilisation. 

Try to familiarise yourself with all of these interface features. 

Advanced Interface Commands 

You may toggle on various advanced interface commands by clicking on the 
Advanced Commands button near the upper- right-hand corner of the Mini-Map* 
Advanced commands give you more flexibility with your Mini-Map display, your unit 
control, and your unit behaviour Specifically, advanced commands enable the 
following interface options: 
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Advanced Mini-Map Qpciona 
" Advanced Commands 
Turns on advanced interface commands. 

* Online Help 

Toggle in-game Help on/off. 

‘Toggle Stats On/Off 

This option reveals or hides the statistics displayed onscreen by default. 

* Economic Mini-Map 

Displays only resource-gathering buildings, resources, trade buiidings, and trade 
units on the Mini-Map. Onscreen statistics will show your total number of workers 
by task, and any resource exchange rates that apply at your Spaceport, 

* Normal Mini-Map 

The default setting shows all resources, military and economic buildings and units. 
Onscreen statistics show each player's overall score when stats are on. 

* Combat Mini-Map 

Displays only combat units bn the Mini-Map. Onscreen statistics will ^how your total 
numbers of combat units according to class. 

* Hide Terrain 

Hide terrain to increase performance. 

* Flare Allies 

In a multiplayer scenario, allied players mil see a fleshing indicator on their Mini- 
Maps when you use this option. Use this to draw the attention of your allies. 

Advanced Unrt Opciane 

• Patrol: To make a unit or group of units move back and forth from one 
point to anotherr firing on any opponents that enter into range, select a 
unit Of a group, click the Patrol button, and select a destination. The unit 
or group will begin patrolling back and forth between its point of origin 
and the destination. 

• Guard: Units may be ordered to guard other units or buildings by 
selecting the unit to do the guarding, clicking the Guard button, and then 
clicking that which you wish to be guarded. The guarding unit will then 

remain in dose proximity to whatever it is guarding, and will attack any hostile 
forces that drav^ near. Units standing guard wili pursue any assailants to a limited 
range, before returning to their posts. 






Follow: Use this option to tail another unit at long range, so as to avoid 
detection if possible. To follow another unit, select the unit you wish to do 
the following, click the Follow button, then click the unit to be followed. 

* Kill or Destroy: There may come a time when a particular unit of 
building of yours has outlasted its usefulness in your eyes. On this 
occasion, you may simply select the unit and press the Kill button (or the 
DELETE key) to instantly eliminate it. This optiorr may be useful when, for 
instance, late in a match youVe reached the maximum population allowed by the 
scenario, and would prefer to have an additional Imperial AT-AT walker instead of a 
simple worker 




Unit: Stances 

• Aggressive Stance (Default): Units set to aggressive stance will pursue 
their enemies to the death, or until the enemy manages to escape from 
view. This is the typical way in which your military units will act^ 

• Defensive Stance: Units set to defensive stance will pursue their 
enemies to a limited range before returning to their original posts. This 
setting may be useful for large groups of units> which you want to stick 
closely together 

• Stand Ground: Units set to stand ground will not move from their 
posts, but will attack anything hostile that ventures into their weapons' 
range. This setting is useful for units that may attack at an extreme range, 
as it will keep them from approaching their foes and thus minimising their 
tactical advantage, 

• No Attack Stance: Units set to no attack stance will not fire under any 
circumstances. This option may be useful for Heavy Weapons in transit, 
which may inadvertently injure their own forces if permitted to attack ariy 
hostiies. 

Unit FormBtione 

• Line Formation: Selected units will gather in a line that is wider than it 
is deep. Useful for groups of ranged combat units. This Is the default 
formation. 




* Box Formation: Selected units will form a prot^ive box, with weaker 
units in the centre. Useful for groups with Heavy Weapons, and excellent 
for Gungan groups featuring their unique Fambaa Shield Generator unit. 

* Flank Formation: Selected units will form two subgroups, which may 
then surround enemy forces. Also useful for groups of fast units, such as 
Mounted Troopers. 

* Staggered Formation: Selected units will spread apart in a staggered 
line formation, minimising the potential damage that may be incurred 
from Heavy Weapons or other area-of-effect attacks. Useful for groups of 
fast units on the frontlines. 









Advanced Orders 

Aside from simply directing your forces to move to various points on the map or attack 
hostiles, you have many other options: 


-for instance, all your workers — hy 


SelecCing All Units of e Type 

You can select all onscreen units of a single type 
double^dicking on any one such unit. 

Set:&ing Control Groups 

You can create up to nine preset groups of units at any time. Form a group by clicking 
and dragging a box around all the units you wish to be in that group, and then 
pressing and holding the CTRL key and pressing one of the number keys. Now, you 
may press the corresponding number key at any time to select that group. Double-tap 
the number key to centre your view on the group. To add more units to a group, hold 
down the SHIFT key and dick on the new units, then hold down the CTRL key and 
press the designated number key again to redefine the group. You may likewise 
remove units from a group by using the SHIFT key. 

Sacking Way Paint^s 

To cause a unit {or group of units) to move along s predetermined path, simply select 
it, hold the SHIFT key, then rlght-dkk each point on the map where you wish the unit 
to move to in sequence. Youll see a way point marker appear at each location. You 
can also do this on the Mini-Map, though way points won't appear there. Now, 
release SHIFT and right-click one last way point. Your units will move according to the 
path you created and will stop at the last way point. 

ConverOring Unite and Buildings 

Jedi Knights, Jedi Masters, Sith Knights, and Sith Masters— produced at the 
Jedi/Sith Temples starting at Tech Level 3— have the power to compel hostile 
urrits to join their cause. If you research the appropriate technologies at your 
ledi or Sith Temple, they may even learn to convert other hostile Jedi or Sith 
units, most buildings, and Heavy Weapons to your cause. 

To convert a hostile unit or building, select a Jedi or Sith unit with the 
conversion ability, click the Convert button (or press the C key), and right-click a target 
unit. Your Jedi or Sith unit will begin the conversion process, which takes some time 
and has a chance of failing. 

You'll know the conversion process is complete when the hostile unit changes to 
your colour, A Jedi or Sith unit must wait a short while before attempting to convert 
another unit. Note your Jedi or Sith units will not automatically try to convert hostile 
units — ^you must order them to do so. Also note that Jedi and Sith units cannot defend 
themseives while trying to convert units. 

Transporting Units 

Various larger units may be used to transport smaller units, such as Troopers, safely 
and quickly about the map, You can transport units across water by loading them onto 
a Transport Ship. You can transport units through the air by loading them onto an Air 
Transport. You can transport units on the ground by loading them onto Mech 
Destroyers and Assault Mechs. Transports all have limited carrying capacity, Also note 
that transports may be used to carry allied players' troops. 




To load troops into a Transport, simply select the troops and then right- 
dick the Transport. 


To unload a Transport, select the Transport, dick the Unload button, and 
then dick a valid drop-off point for the units, 

I To see a Transports carrying capacity, select the Transport and 
notice the status indicator for its current and maximum carrying 
capacity in the Status Area at the bottom of the screen. 

@errl9oning Unrts 

Most foot units, such as Troopers, may garrison themselves into Turrets, 
Command Centres and Fortresses. They also heal units. Simpty select the 
units, hold down the ALT key, and right-dick on the building you wish to 
garrison them in. This affords the units with a great deal of protection — and 
garrisoning enhances the attack power of buildings. The maximum number of units 
that may be garrisoned in a building is displayed in the Status Area at the bottom of 
the screen when that building is selected. For details, see Repairing and Healing Units 
on page 6S of the Appendix. 
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The Alert Beacon 

Should your workers come under attack, you may quickly send them to into 
your Command Centre for protection by selecting the Command Centre and 
clicking on the Alert Beacon icon. The fastest way to do this is to press the H 
key to jump straight to your Command Centre, then the B key to activate 
the beacon. The workers will be wdl protected within the Command Centre, and will be 
able to use its hidden weapons to return fire on any nearby assailants. Once the coast 
is dear, clicking the Alert Beacon button or pressing the hot key again wilt make the 
workers return to their posts. 

Anatomy of a Unit dr Building 

Each unit or building in Star Wars Galactic Battle- 
grounds has certain ratings to indicate its relative 
strength and toughness with respect to other units 
and buildings. Whenever you select 3 unit or 
building, some of its statistics will be shown in the 
Status Area. These ratings may be augmented by 
developing the appropriate technologies. What 
follows is a breakdown of the key statistics that 
define a unit or building; 

• Hit Points: A relative measurement of how much 
damage a unit or building can sustain before it is 
destroyed. That is, each time a unit or building is 
hft, it loses hit points. Buildings reach a point 
before destruction where they won't garrison 
units anymore. 
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■ Shieid Points: Similar to hit points, shieEd points only apply to units and buildings with 
shielding. Shield points gradually regenerate, and must be reduced to ^ero before a 
unit's or a building's hit points can be affected. The loss of shield points does not other- 
wise affect the performance of a unit or building, 

- Attack Rating; A me^urement of how much damage that unit or building can | 

cause with each successful hit against a target without any armor. Attacks tend not 
to be equally effective against all units— generally, units are specialised to be | 

effective against certain types of other units. Thus a unit's or a building's actual ;; 

attack rating will not apply directly against all targets. j! 

■ ArTnor/Dura Armour: A relative measurement of roughly how resistant a unit or t 
building is to taking damage Armor generally protects against dose-range attacks, [ 
such as from Jedi or Stth units and their jightsabers. DuraArmour generally protects , 
against damage from blasters or other long -ranged attacks. Some units may be very 
resistant to certain kir^ds of attacks, but are generally vulnerable to some others. 

• Range: A relative measure of the maximum distance at which the selected unit or i 
building may attack hostile forces. Units with zero range are dose-combat units. 
Many ranged combat units also have a minimum effective range, and thus cannot 
attack enemies directly adjacent to them. 

* Garrisoned Units: Indicates hovv many ground units may be garrisoned within that i 
unit or building. Units and buildings cannot garrison units unless this rating is indicated. I 

- Speed: A statistic that isn't shown in the Status Area, but measures how quickly a 
unit can move. Generally, larger units move more slowly than smaller units. Groups 
of units move at the rate of the slowest unit in the group. 

* Rate of Fire: A statistic that isn't shown in the Status Area, but measures how quickly 

a unit may attack. Some units will attack noticeably faster than others will. Larger [ 
units often attack more slowly but inflict greater damage. j 

• Line of Sight (LOS): A statistic that isn't shown m the Status Area, but measures the 
radius of a unit's or a building's line of sight, or how far it can see. 

For more information on the buildings, units, and technologies In Star i/Vars 
Galactic Battlegrounds, consult Sections VI, VII. and VIII on pages 28. 35 and 46. 

SECTION V: ALLIANCES AND TRADE 

■ There are alternatives to combat. This section describes how to forge alliances with j 
other cmlisations. and how to exchange goods and pay tributes. 

Sometimes you will not have to fight alone. This brief section details how to 
change your diplomatic stance with other dvitisations. how to pay tribute to other 
civilisations, how to buy and sell resources through your Spaceport, and how to earn 
resources by running trade routes. 

Diplomatic Stance 

In a battle against more than one civilisation, you may opt to change your diplomatic 
stance towards any of the other dvilisations involved. Your diplomatic stance does not 
determine that of the other civilisation, however If your forces are set to be altied with 
I a particular player but that player did not reciprocate, your forces will still be attacked 
on sight— but they will not retaliate. So use caution when switching diplomatic stance, i 



To change your diplomatic stance with a player, 
dick the Diplomacy Menu option on the right-hand 
side of the interface. Then change your stance 
between Enemy, Neutral, and Ally with any other 
players as you see fit Affected players will receive 
a message indicating your choices. 

■ Enemy status means your forces will generally 
attack the other players' units and buildings on 
sight 

*Meutral status means your forces will ignore 
workers, but will still engage neutral mil* 
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itary units on sight. This diplomatic stance allows for trading between civilisations, 
but they must still keep one another at arm's length, or choose to ally themselves* 

» Ally status means yours and the other player's units are working in concert, and will 
defend each other as their own kin. 


TIP: YOU MAY DETEHMlME □IPLOMATIC STANCE WITH OTHER PUAYER9 

EITHER SEFOSE dr DURING A GAME. SEFOREHANDt YOU MA-Y ALSO DPT TD 
E-DCK THE TEAMS SO THEY REMAIN caNSTANT THRPUBHDUT BATTLE, AND 
YDU ALSO HAVE THE OPTION DF ENABLING ALLIED VICTORIES, IN WHICH 
TEAMS DF PLAYERS SHARE VICTORY CDNOlTiDNS. 


Teams of players may use one another's transports, may garrison their troops in 
or^e another's buildings, and may research technologies so that they share line-of- 
sight information on their maps. 


Sending THbu^c 

Once you build a Spaceport facility, you may then 
give tribute to other civilisations In the form of 
food, carbon, nova crystals, or ore, either to assist 
them or to encourage them to forge an alliance 
with you. Typically, giving tribute requires that you 
pay a fee in that resource — that is, some of your 
resource will be spent on the tribute itself, and will 
not be transferred to the other player. Some 
civilisations, particularly the Trade Federation, may 
research technologies to eftmtnste the tribute fee. 

To serid tribute to another player, click on 
the Diplomacy menu, then dick on the corresponding resource next to the player's 
name you wish to pay tribute to. Each time you dick, 100 units of that resource will 
be added to the tribute. Click the OK button when you're satisfied with the amount, 
and then the player will instantly receive your tribute. 



Commoditiy Trade 

You may buy and sell food, carbon, and ore in exchange for nova crystals once you have 
constructed a Spaceport in Tech Level 2. Resources are bought and sold in lOO-unit 
increments, for whatever the going market value happens to be. Market value fluctuates 
according to supply and demand, based on other players' transactions* That is, if several 
players are purchasing large quantities of ore, the price of ore will invariably increase. 
Exchanges of resources through the Spaceport happen instantaneously. 





IV'ade Pau&es 

Another means of generating nova crystals is to use your Spaceport to create a Cargo 
Hovercraft, which may then be order^ to travel to the Spaceports of allied or neutral 
players. The longer the Hovercraft must travel to the foreign Spaceport, the more nova 
crystals you will earn as income from the exchange. Click on a Spaceport that you 
want to trade with to find out how much nova you'il get upon every return trip. Cargo 
Hovercrafts will continie along their trade routes indefinitely, unless ordered 
otherwise, destroyed, or converted. 

The next three sections of this manual respectively detail each of the buildings, 
units, and technologies found in Star Wars Galactic Battlegrounds, 

SECTION VI: BUILDlNtSS 

Before you can raise an army, you must create the facilities that will train your 
Troopers, produce your vehicles, and more. Thus, buildings are the very foundation of 
your war efforts, and must be built and placed strategically, and defended carefully. 
Bear in mind that a building may only perform one function at a time—that is, a 
building may produce a unit or research a technology but it cannot do both 
simuftanedusfy. Constructing additional buildings of the same type thus lets you 
produce more or research more tn the same amount of time. 

For the most part, worker units will create all your buildings. Workers may assist 
each other to complete a building more qukkfy You should quickly familiarise yourself 
with each of the following buildings and its various roles. 

NOTE: Unless otherwise noted, each rivilisation has access to each of the following 
buildings, which have different upgrades in them. For the purposes of demonstration, 
only one example of each building will be depicted in this section. For further 
information on technologies available at each building, refer to Sectiori VIII: 
Technologies on page 46; for further information on units available at each building, 
refer to Section VII: Units on page 35. 

Economic Buildings 

These buildings do not produce military units themselves, but are instead used to help 
generate the resources necessary for military spending. Some of these buildings will 
also allovy you to research technology that improves the efficiency of your forces. 

Command Cent^re 

Your Command Centre is your most important structure, as It is the basis 
for your entire economy and military. The Command Ceritre supports up 
to five units, and it is the only facility that produces workers, which in 
turn gather ail resources. Workers may bring collected resources back to 
the Command Centre if no dedicated resource-gathering structures are 
available. The Command Centre also lets you advance through the four 
Tech Levels, which grant you access to new units, buildings, and technology, 
Command Centres are also where you’ll research technology to Improve your workers 
and structures, and workers may garrison themselves within its confines and attack 
enemy invaders. 
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Command Centres can never be converted by opposing Jedi or Sith Masters. Also 
take note that If your Command Centre is destroyed at Tech Level 1 or 2, a worker 
may attempt to rebuild it At Tech levels 3 and 4, vyorkers may build additional 
Command Centres. 

Prefab Shelter 

These inexpensiye facilities are typically used by a civilisation to house its 
forces, and each one can supply five units of any kind, from workers to 
Troopers to Aircraft. Two other buildings can also increase your 
population limit — the Command Centre and the Fortress — but the 
Prefabricated Shelter is the quickest most mexpensive, generally most 
viable means of doing so. 

You can never build more units than your population limit allows. Keep frequent 
watch over this population limit which you'll find in the upper-right hand corner of 
the Interface Bar. The Population Indicator will flash when youVe reached the limit and 
need to increase it— ideally, though, you should anticipate reaching the limit and 
increase it before your unit production grinds to a halt. 

If your Prefab Shelters are attacked and destroyed, you don't lose units that exceed 
the resulting lower population limit — but you do need to rebuild the Prefab Shelters 
before you can continue to produce more forces. 

Gungans are uniquely capable of constructing Pnefab Shelters under water, using 
their Utility Trawlers. These Prefab Shelters are otherwise functionally identical to 
terrestrial ones. 

The Trade Federation does not have to build Prefab Shelters— its m^hanised forces 
can be packed away and do not need housing^ 

Power Core 

Power Cores give energy to all powered buildings in a wide radius, letting 
them produce units and research technologies at maximum efficiency. In 
turn, buildings that require power but are beyond the range of a Power 
Core will work much more slowly — at only 25 percent of their powered 
State. This means that creating units and researching upgrades will take 
75 percent longer without a Power Core. In particuiac Shield Generator structures will 
not function at all without a Power Core. Be sure that all ycmr production facilities and 
research facilities are powered at all times. Note that while resource facilities that 
collect ore, nova, food and carbon do not need a Power Core in order to operate at 
full effectiveness, the upgrades available at these facilities will research 75 percent 
faster if the facilities are powered. Some buildings are either self-powered or do not 
require power at all; these include your Command Centre, Prefab Shelters, Farms, 
Walls, defensive Turrets, Aqua Harvesters, and Fortresses. 

There are several ways to check if a building is getting power from a nearby Power 
Core. First, you can dick on the Power Core and see if the building is inside or touching 
the blue radius that appears around the Power Core. Secondly, powered buildings 
have a glowing green light, while unpowered buildings have a blinking red light. 
Lastly, by clicking on the building Itself, you can check to see if the Power Indicator b 
lit. This is found just above the building description. 
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Food Processing Centre 

The Food Processing Centre is used to collect food gathered by your 
workers, and also to research new technologies that increase food 
production. You must build a Food Processing Centre before you can 
build Farms. Note that you may queue up as many as 40 Farms at your 
Food Procegsing Centre, so that Farms whose food supplies are 
exhausted will then be dutomaticalSy replanted by a worker. 

Farm 

Farms are a renewable source of food. ar\d require one worker unit to 
tend to them. Farms will eventually ruri out of food and then must be 
replanted. Researching new technology at your Food Processing Centre 
(a prerequisite building required for Farms) may increase the total 
amount of food that a Farm can generate before it rnust be rebuilt. Note 
that you may claim the deserted Farms of rival dvtiisations simply by 
sending your workers to them and right-clicking on the depleted Farms. 

Aqu B Harvey t: er 

Aqua Harvesters function similarly to Farms— they produce a limited supply 
of food before they must be rebuilt— only AquaHarvesters are built on 
water, and not by workers but by Utility Trawlers that are built from your 
Shipyard. An Aqua Harvester requires that a Utility Trawler stand by to 
extract food from it. Unlike Farms, AquaHarvesters cannot be upgraded to 
produce more food. 

Animal Nursery 

These structures must be built before you can train Mounted Troopers at 
your Troop Centre, In addition. Animal Nurseries can be used to garrison 
herded banthas and nerfs, which will then produce a steady supply of 
food for your Civilisation. Various technologies at the Animal Nursery will 
increase the food production from your herded animals. Be sure to power 
your Animal Nursery by building a Power Core nearby. Unpowered, the Animal Nursery 
will operate at only 25 percei>t of its effectiveness. 

Carbon Proc Basing Cent:ro 

These facilities are used to process carbon^typically extracted from trees 
Of carbon deposits— into carbonite, a lightweight and sturdy material 
that's used in the construction of armor, Ships, Aircraft, buildings, and 
more. Along with food, carbon is the most essential resource for a 
flourishing civilisation . For best results, Carbon Processing Centres should 
be built as dase to sources of carbon as possible. These facilities may also be used to 
research technology that increases the efficiency of workers collecting carbon. 

Or^ ProcBBsinq Cent^re 

Ore Processing Centres should be built close to the purpJe-hued resource 
they're designed to collect. A derivative of ore, known as DuraSteef, is a 
dense compound used mainly for defensive structures, such as Walls, 
Turrets, and Shield Generators — as well as Fortresses. Ore may not be 
initially important to a civilisation, but by Tech Level 3 it will begin to 
figure much more prominently. Ore Processing Centres are also used to research better 
mining technology, to improve ore-gathering operations. 
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Nova Processing Centire 

Valuable green-tinged nova crystal outcroppings may be found 
sporadically throughout the map, and these may be mined and their 
contents brought back to Nova Processing Centres or Command Centres. 
Many units, including Jedi and Sith, Ships, Aircraft, and Mechs, as well as 
many advanced technologies, all require nova before they may be 
produced. Nova Processing Centres may also be used to develop 
technofogies that let workers mine for nova crystals more quickly. 

Spaceport 

The Spaceport is a nexus of trade, and may be used to sell surpluses of 
resources, or buy those resources that are lacking. In addition, 
Spaceports may develop technology to make trading more profitable, 
and are also used to construct Cargo Hovercrafts for use in trading with 
allied civilisations. The Spaceport's Holonet Transceiver technology also 
lets you share line-of-sight information with your allies. 
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War Centre 

The War Centre is a facility purely dedicated to the research and 
development of improved military techrrology. It does not produce 
military units, but its available research projects may be used to grant 
enhancements to armor and attack ratings for Troopers and Mechs, and 
also to improve the strength and efficiency of your Ships, As you grow 
your armies, be mindful of the War Centre's ability to enhance these 
forces. The War Centre's technology can mean the difference between conquest and 
ruin for your civilisation, 

nesoarch Centura 

What the War Centre does for your units, the Research Centre does for 
your buildings — ^that is, it may enhance their strength and durability by 
means of its various available research projects. The Research Centre 
becomes available at Tech Level 3. Some of its technologies may be used 
to make workers more efficient, and to improve the accuracy of all your 
forces, it is also used to upgrade defensive Walls and Turrets, 

MonLimen^ 

A Monument stands as a testament to the superiority of your civilisation. 
Available only at Tech level 4, this structure takes an inordinately long 
time to construct, and requires vast reserves of carbon, nova crystals, and 
ore to be built. Once completed, a countdown will begin during which 
time your rivals will invariably attempt to reduce your Monument to 
rubble. After all, if you can defend it for the duration of the countdown, you will then 
automatically emerge as the victor of the battle — as a commander who has managed 
to ensure his civilisation's dominance through relatively peaceful means. Note that 
Monuments cannot be converted by Jedi or Sith. Monument victories are only 
available in Standard Games and campaigns that call for them. 
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Military Buildings 

Military buildings are those that train or produce armed forces that will defend your 
civilisation. Most are specialised to produce ore general type of military unit and its various 
subclasses. All military units have important designated functions, and as such, you would 
do well to familiarise yoQrself with each of the following military buildings. M these 
structures produce all of your forces, they must be carefully defend^ from your rivals. 


Troop Cent;ro 

One of only two military structures available at Tech Level 1, the Troop 
Centre is used to train all of your infantry — the brunt of your fighting 
forces. Troop Centres may also be used to research technologies that make 
Troopers faster and more perceptive. Though Troop Centres can produce 
Troopers relatively quickly many strategies will require the use of more 
than one Troop Centre, so that the training of several classes of infantry can occur 
simultaneously 
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Shipyard 

This Tech Level 1 facility must be built on a coastline, and is used to 
produce the entire breadth of your naval forces. As such, if you plan to 
build a large fleet of Ships, multiple Shipyards will be essential. Initially 
the Shipyard will only be able to produce Utility Trawlers, which are 
. essentially seafaring worker units that can gather food through fishing, 

and that build Aqua Harvesters for the same purpose. As you advance through the Tech 
Levels, Shipyards can be used to manufacture increasingly powerful Ships, including 
Cruisers, Advanced Frigates, and more. 


I^ech Factiory 

First available at Tech Level 2, the Mech Factory is used by each civilisation 
to produce and to upgrade its mechanised fighting forces. The Gungans, 
who do not use vehicles as such, still use Mech Factories to outfit their 
powerful fighting creatures with various armaments. Mechs fill a wide 
variety of roles on the battlefield— some are powerful against formations 
of Troopers, whereas others specialise in eliminating other Mechs. Mech Factories are 
also used to manufacture each civilisation's Assault Mech. These, such as the Imperial 
AT-AT, represent some of the mightiest fighting units available. Mech Factories may 
also be used to research technologies that enhance the performance and capabilities 
of all Mech Factory units. 




Jedi/SiLh Temple 

These hallowed structures are home to the ancient warriors known as the 
Jedi and the Sith— two opposing factions whose powers are equivalent, 
they have learned to harness the Force to become powerful, 


compelling soldiers. Though initially available at Tech Level 2, it's not until 


aluance the later Tech Levels that the Jedi and Sith Temples become especially 


versatile. When all of the secrets of the Jedi and Sith Temples have been unlocked, then 
their forces wit! have such powers as invisibility and mind control, along with superior 
fighting skills. Master Jedi and Sith may even convert some buildings, though Jedi and 
Sith Temples are never susceptible. Jedi and Sith Temples may also be used to research 
technologies that help your civilisation defend against opposing Force powers. Note 
that Jedi and Sith units are the only ones capable of retrieving Holocrons scattered on 



the terrain, When returned to a Temple, the Holocrons will generate a steady stream 
of nova crystals. NOTE: Jedi/Sith Temples are only available in Standard Games. 

Heavy Weapone Factoi^y 

At Tech Level 3 , you gain access to Heavy Weapons Factories, which 
construct some of each civilisatiori's most devastating ground weapons. 
Heavy Weapons fill a variety of supporting roles, and must be deployed with 
strategic caution — for while their damage potential is exceptional, they 
generally have key weaknesses that may be exploited, and are ineffective 
without support from other units. Heavy Weapons Factories may also research 
technologies that enhance their units. 

Air Base 

The Air Base may first be built at Tech Level 3, and is used to mass- 
produce various Aircraft, from Transports to Fighters to Bombers. Since 
Aircraft can only be targeted by other Aircraft or by a select few types of 
ground units, they may become essential to success late m a battle. Air 
Bases also serve as research facilities for upgrading and enhancing all the 
various Aircraft. 
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Fortress 

The Fortress is a heavily armed and armoured Tech Level 3 structure made 
entirely of refined ore. Not only can a Fortress effectively defend your 
base against most types of units, but it also lets you produce your civ^s 
unique unit, and research a host of very useful military technologies^ — 
fedcbatIdn among these, the automated process that increases the speed at which 
all military units are constructed. Fortresses also produce Cannons, which are some of 
your single most powerful ground attack weapons; and you may use them to recruit 
Bounty Hunters, which are highly effective against Jedi and Sith units* 

Defensive Buildings 

Youll have access to various defensive structures that can effectively keep many and 
most types of enemy forces at bay and can even repel concentrated assaults. However, 
defensive structures are naturally immobile, and may be costly to build and to 
upgrade. Still, they tend to be much more cost-effective for defensive purposes than 
contingent's of units, and defensive structures also do not affect your population limit. 
Defensive buildings typically require ore to be built Use the Research Centre to 
upgrade defensive buildings. 

Sentry Post:. 

These cheap Tech Level t structures are fixed reconnaissance outposts, 
and have no actual offensive capabilities. However, they are equipped 
with advanced long-range sensors that can detect otherwise Invisible 
units, such as Jedi and Sith. and submersible vehicles. 

Light: Turret 

This defensive Turret becomes available at Tech Level 2. and once erected, 
will automatically fire on any enemy ground units or structures within range. 
In addition, workers. Troopers and some other foot units may garrison 
themselves within these Turrets for protection, and to lend more firepower. 





Medium TUrret 


At Tech Level 3, you may use your Research Centre to upgrade Light Turrets 
to Medium Turrets, which gain appreciabie bonuses to their dufabllityf 


range, and attack power, and may be used to garrison Troopers. 


At Tech level 4, Research Centres may be used to upgrade Medium 
Turrets to Advanced TurretSj which are even stronger and tougher, and 
are especially excellent for garrisoning Troopers. 


First available at Tech Level 3, Anti-Air Turrets are specifically designed to 
fend off aerial assailants from long range. They cannot attack ground units. 


Advanced Anti-Air TLirrat 

The Tech Level 4 upgrade to the Anti-Air Turret is even better at 
eliminating any hostile flying units in the area. Its attack strength, range, 
and durafolfity are all significantly improved — and its missiles even gain a 


homing mechanism 


Immediately available at Tech Level t. Light Walls have limited defensive 


capability but will slow an enemy ambush, giving you time to rally your 
troops. They require only carbon, so they are a quick defence until you 
find ore. Light Walls cannot be upgraded, but are cheap and easy to 


produce. 


Medium Well 


Much stronger than Light Walls, Medium Walls require ore instead of 
carbon for production, and are available for manufacture at Tech Level 2. 


They will slow the advances of any opposing ground units. 


At Tech Level 3, your Medium Walls may be upgraded to Heavy Walls, 


which are much tougher and are almost impervious to damage, except 
from Heavy Weapons specifically designed to destroy them. 
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SHreld Waif 

Shield Walls, which may be upgraded from Heavy Walls at Tech Level 4, 
are practically impervious to all but the most concentrated firepower — 
and their regenerative shielding makes them even more versatile. Note 
that Shield Walls are self-powered, and needn't be built in the vicinity of 
Power Cores. 


Qaee 

Walls keep your enemies out — but they keep you in. Therefore heavily 
fortified Gates can be buift into your Walls starting at Tech Level 2, and 
these will allow your own troops to move freely in and out of your base^ but 
will remain shut when hostile forces approach. They may also be locked 
or unlocked, to better suit particular situations, such as to prevent 
workers from wandering outside your base in search of resources. To lock or untock a 
Gate, select it, and click on the Lock/Uniock button on the interface. 
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SHield Genera t;or 

This highly useful Tech Level 3 structure casts a powerful shield on all 
buildings and units in its area of effect. Shields gradually regenerate, and 
effectively double the hit points of units and buildings that have them. 
Note that Shield Generators require nearby Power Cores to provide them 
with energy 

SECTION VJI: UNITS 

In order for your civilisation to defeat its rivals, you will need to field large armies of 
mixed forces, You1l be able to build and tram new units from a variety of different 
facilities, and upgrade all of these in various ways as you advance through successive 
tech levels. Though each civilisation's units look different, they share similar roles— 
and thus have similar designations. What follows is a universal description of dl the 
units available in Star Wars Galactic Battlegrounds. For further information on 
technologies available for unit upgrades, including each civilisation's unique 
technologies, refer to Section Vlli on page 46; for further information on the buildings 
that units are produced from, refer to Section VI on page 28. Also see Unit Strengths 
and Weaknesses in the Appendix on page 64, 

NOTE: You can research unit upgrades in the building where a unit was created, 
in the War Centre and in the Research Centre. By mousing over the unit's Icon in the 
building where it was created, you can see a list of all its upgrades and where to 
find them. 

Trooper Units 

Troopers are infantry units armed with blasters or short-range weapons. They can 
usually be found at the front lines of every battle and will make up the brunt of any 
military effort. They are inexpensive and quick to produce, but youll need to deploy 
them in large groups for best results. For the most part. Troopers are created at the 
Troop Centre and may be upgraded at the War Centre, Note that, whereas Anti-Air 
Troopers are speciftcaily designed to fight airborne attackers, all other Troopers are 
defenceless against Aircraft units. The following classes of Troopers are available: 
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This is your basic fighting unit at Tech Level 1.it is ineffective against most 
forca except workers and other Trooper Recruits. 


Created at: Troop Centre 


You can upgrade your Trooper Recruits to Troopers at Tech Level 2. They 
gain a bonus to their hit points and attack strength. 


Created at: Troop Centre 


Heavy Troopers are hardier and stronger than Troopers, and afso have 


longer range. They become available at Tech Leve^ 3. 
Created at: Troop Centre 


Available only at Tech Level 4 to several of the civilisations, Repeater 
Troopers fire more quickly than other Troopers do, and they're tougher to 


Created at: Troop Centre 


Mount^ed IV^ooper 


This hardy close-combat unit comprises a standard Trooper mounted 
atop a beast capable of detecting foes that would otherwise be 
imperceptible — such as concealed Jedi and Sith. You must build an 


Animal Nursery before you can train Mounted Troopers. 
Created at: Troop Centre 




Advanced Mounted Tr'ooper 

These Mounted Troopers gain additional bonuses to hit points and 
attack, making them superior even to Heavy Mounted Troopers in their 
ability to decimate enemy Mechs and Heavy Weapons. They can also 
detect unseen units. 

Created at: Troop Centre 


Heavy Mounted Thooper 

Like standard Mounted Troopers, these more robust mounted units are 
armed with close-range weapons that are excellent against slower foes. 
Heavy Mounted Troopers are significantly stronger, and tougher to bring 
down. They can also detect unseen units. 

Create at: Troop Centre 
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An&i-Air Trooper 

Each cEviiSsation gains these Tech Level 2 Troopers, which are armed with 
powerful missile launcher's specifically designed to destroy flying units. 
Anti-Afr Troopers are adept at this designation — but their weapons are 
useless against ground troops. 

Created at: Troop Centre 
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Heavy Anci-Air TV'Ooper 

At Tech Level 3, Anti-Air Troopers may be upgraded so that their missiles 
are even deadlier to airborne assailants. Furthermore, Heavy Anti-Air 
Troopers are tougher than their standard counterparts. However, they still 
cannot attack ground units. 

Created at: Troop Centre 
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Grenade Troapor 

At Tech Level 2, each civilisation may train these specialised Troopers that 
carry powerful, explosive charges. They are costlier than star^dard 
Troopers are, but their weapons damage all enemies in the area of 
impact. They can be very effective against Mechs, 

Created at: Troop Centre 
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Mech Units 

Initially available for production at Tech levd 2 , fighting forces designated as Mechs 
typically comprise a wide range of multipurpose attack and reconnaissance vehicles^ 
or animals, in the Gungans' case. Mechs are especially effective when supported by 
contingent's of Troopers, and they're typically more expensive and slower to produce 
than Troopers are. 

ScouC 

These rather flimsy units are very quick, and thus ideal for reconnaissance 
both at the beginning of a battle, and throughout. Note that white you'll 
often have access to a Scout unit at the beginning of a battle, you will not 
be able to build additional Scouts until you reach Tech Level 2. 
Furthermore, remember that Scout units carry advanced sensors capable 
of detecting otherwise invisible enemy forces. 

Created at: Mech Factory 

MecH 

These powerful, highly mobile Tech Level 3 weapons platforms are 
perfect for disrupting enemy infantry formations and also against enemy 
Troopers. 

Created at: Mech Factory 


Heavy Strike MocH 

At Tech Level 4, Strike Mechs may be enhanced with thicker, more durable 
armor plating to become even stronger and tougher, making them all the 
more effective for crowd control 
Created at: Mech Factory 



S7A/? WAR^ GALACTJC . 




Mech Destroyer 

Mech Destroyers are Tech level 3 units that are engineered for the specific 
purpose of efficiently eliminating other Mech units — that iS| anything 
buih from the Mech Factory is vulnerable to these spedaiised machines, 
However, they are less effective against Troopers, Fortunately, they have a 
limited cap^ity to carry friendly Troopers into battle. 

Created at: Mech Factoty 
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Heavy Mech Oeseroyer 

Hardier and stronger than standard Mech Destroyers, these Tech Level 4 
weapons can destroy enemy weapons platforms with relative ease. 
Troopers may pose more of a threat, though, which may be mitigated by 
the Heavy Mech Destroyer's own ability to transport Troopers. 

Created at: Mech Factory 


Assault Mech 

Perhaps the most powerful product of the Mech Factory, the Assault 
Mech can deliver a powerful, explosive attack that severely damages 
everything in its wide blast radius-^espedally Ships. In addition, Assault 
waoKJEE Mechs may be used to transport smaller forces, such as Troopers, within 
their thickly armoured confines. Note that Assault Mechs cannot attack 
effectively at dose range and cannot attack air units. 

Created at: Mech Factory 




Heavy Assaults Mech 

Heavy Assault Mechs gain an appreciable bonus to their hit points and 
feature enhanced weapons to boot, making these powerful war machines 
a real force to be reckoned with. They can transport smaller units and are 
especially effective against Ships. Note that Assault Mechs cannot attack 
effectively at dose range. 

Created at: Mech Factory 

Jepi/Sith Units 

The Jedi and the Sith are ancient orders of warriors who devote themselves to the light 
side and the dark side of the Force, respectively. Their unwavering dedication to the 
Force grants Jedi and Sith powerful fighting abilities— and a host of other skills. Jedi 
and Sith units are also singularly capable of recovering Holocrons from the battlefield. 
When returned to a Temple, Holocrons generate a steady stream of nova crystals. 

Jedi Fedawan/Sich Appi^encice 

Available at Tech Level 2, these warnors'in-t raining are already proficient 
with their weapon of choice: the lightsaber, an energy blade of 
exceptional speed and power. Their lightsabers thus make these students 
of the Force effective against enemy Troopers as well as some Mechs. 
Created at: Jedl/SIth Temple 
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■Jedi KnigHC/Sich Knight 

Full*fledged Jedi Knights and Sith Knights become a variable at Tech Level 3, 
and are much stronger than the trainee Jedi and Sith that are initially 
available. Not only can Knights absorb much more damage, butth^re even 
better in battle — and, more importantly, they gain the ability to convert 
enemy units to their cause. Click the Convert button and then click a target 
to use this power. Jedi and Sith Knights can master several other tricks as well, induding 
being able to conceal themselves from plain sight—and detecting other units capable 
of doing so. 

Created at: Jedr/Srth Temple 
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Jedi Maet^er/Sith Master 

These masters of the Force are only available at Tech Level 4, and are 
much stronger and tougher than even their brethren Knights. Thus not 
only can these warriors rend asunder entire ranks of enemy Troopers and 
Mechs, but the Force gives them great powers indeed: They can convert 
enemy units to their cause, and masters of the Force may even learn to 
convert buildings and Heavy Weapons platforms. 

Created at: Jedi/Sith Temple 

Naval Units 

The sea provides a boundless tactical advantage for your civilisation — it contains a vital 
source of food, and may also be the key to exploiting the weaknesses of an 
opponent's defenses. You1l need to build a Shipyard to produce seafaring units. Note 
that the Gungans have particular Ship units that are submersible, and thus 
undetectable by standard sensors. 

U&ilicy Trawter 

The Utility Trawler is a defenceless construction vehicle that doubles as a 
fishing boat. Besides gathering food from the sea, it may be used to 
create Aqua Harvesters, which are renewable aquatic food sources similar 
to Farms. Note the Gungan Utility Trawler may even construct underwater 
Prefab Shelters, for supplying Gungan forces. 

Created at: Shipyard 

Light: Frigace 

Available at Tech Level 2, this speedy vessel is equipped with a basic 
energy weapon, making it suitable both for scouting and defence. It is 
also capable of detecting hidden units, including enemy submersibles, 
Note that its attack is ineffective against structures. 

Created at: Shipyard 

Frigate 

A step up from the Light Frigate, this Tech level 3 vessel is marginally 
erihanced in its strength and durability. It can detect concealed units, 
such as enemy submersibles. 

Created at: Shipyard 
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Advanced Frlgat;e 

Some civilisations gain the Advanced Frigate at Tech Level 4. It featijres 
further improved offensive and deferrsive capabilities, making it versatile 
in most situations. It can detect concealed units, such as enemy 
submersibles. 

Created atr.Shipyard 

1L 

Than spore Shi p 

Though this Tech Level 2 vessel ts unarmed, the Troopers it can ferry about 
have no such limitations. The Transport Ship is relatively well armoured, 
but still cannot withstand concentrated fire for long — and if it's scuttledj 
then all its contents will be iost. You may load Troopers into the transport 
by selecting them and right-citcking on it. Then use the Unload button 
when close to shore. 

Created at: Shipyard 

Destroyer 

The Tech Level 3 Destroyer is a speedy craft that's specifically suited 
towards eliminating other sea vessels—particulafly slower ones, such as 
Cruisers. The Destroyer^s short*ranged attack leaves it vulnerable to 
concentrated fire. 

Created at Shipyard 

Heavy Destroyer 

Available at Tech Level 4, the Heavy Destroyer is tougher and stronger 
than its standard counterpart. It too excels at eliminating other sea 
vessels, though its lack of range still proves to be a disadvantage against 
multi pie- ranged units. 

Created at: Shipyard 

Anci-Air Descroyer 

Tbough it cannot attack land or sea units, the Tech Level 3 Anti-Air 
Destroyer can quickly make short work of anything that flies. 

Created at: Shipyard 
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Heavy Anei-Ain Descroyer 

The Tech Level 4 enhanced version of the Anti-Air Destroyer is not only 
tougher and stronger, but its surface-to-air missiles have homing 
capabilities, making them virtually indefensible. 

Created at: Shipyard 

Cruiser 

First available at Tech Level 4, Cruisers fire devastating artillery volleys 
at an extreme range, making them ideal for coastal bombardrnent. They 
are otherwise susceptible to aerial attacks or to quick strikes from 
faster vessels. 

Created at: Shipyard 
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Advanced Cruieer 

Boasting even superior range and firepower, Advanced Cruisers can lay 
waste to installations that aren't even near the coast. Only the Cannons 
available to each civilisation have comparable reach and damage 
potential. 

Created at: Shipyard 
Heavy Weapons Units 

These lumbering siege weapons become available at Tech Level 3, and may then be 
additionally enhanced at Tech Level 4. Built from the Heavy Weapons Factory, Heavy 
Weapons units serve various supporting roles, and are capable of inflicting 
tremendous damage if used correctly They are generally vulnerable to concentrated 
attacks from enemy Troopers, and as such must be used with care. 

Ar'tillery 

These weapons deliver an explosive blast from long range, which can 
damage groups of units — and can especially damage Walls, buildings, 
trees and energy shields. Use Artillery with caution; these units are 
vulnerable and ineffective in dose quarters, and their attack may injure 
your forces if they're caught within the blast. 

Created at: Heavy Weapons Factory 

Hesvy Artillery 

Heavy Artillery units gain a very significant bonus to their attack strength, 
and though they're also tougher, they essentially share the same 
weaknesses as their standard counterparts. 

Created at: Heavy Weapons Factory 

AnfchAir Mobile 

Useless against a ground assault, Anti-Air Mobile Heavy Weapons can 
obliterate Aircraft with ease— and theyYe also well protected against 
airborne attacks, making them ideal In conjunction with groups of 
relatively frail Anti-Air Troopers. 

Created at: Heavy Weapons Factory 

Heavy Anti- Air Mobile 

Not only do Heavy Antt-Air Mobile weapons platforms pack much more 
of a punch than the standard versions, but they boast superior range and 
are even tougher. No flying unit can withstand their attack — though 
ground units can fire at them unchallenged. 

Created at: Heavy Weapons Factory 

Pummel 

jhese Heavy Weapons platforms are extremely well protected against 
ranged attacks, and are armed with highly concentrated short-ranged 
cutting beams that can rip through buildings and defensive structures 
easily. 

Created at: Heavy Weapons Factory 
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Heavy Pummel 

Heavy Pummels are enhanced to be even more resistant to damage of alf 
kinds, and their dose-range attack is even more damaging to buildings and 
defenses. 

Created at: Heavy Weapons Factory 
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Aipcraft Units 

The Air Base becomes available at Tech Level 3 and lets you construct Aircraft, including 
alt-purpose Fighter craft, specialised Bomber untts, and Air Transports. Aerial units have 
little to fear^most other types of units can't target them. However, Anti-Air Turrets and 
ground units especially designed to combat Aircraft can quickly destroy them. Air units 
are very versatile, but must be deployed cautiously Note that some civilisations' Air Base 
units may gain regenerative shielding, which effectively doubles their hit points. 

Air Transport 

The unarmed Air Transport can move freely over terrain, deploying 
ground troops to any location. It is suffidently armoured to withstand 
some damage, but should it be destroyed. Its contents will be eliminated 
also. To load units in an Air Transport, select them and right-click on the 
Air Transport. Then use the Unload button and click on the point at which 
you want them relocated. 

Created at: Air Base 

Bomber 

Bombers have no air-to-air fighting capability, but carry slow-firing 
weapons that can cause trernendous damage to buildings as well as 
groups of ground units. Bombers are especially effective against Power 
Core structures, making them ideal for slowing a rival civilisation's 
production and economy. 

Created at: Air Base 

EnHariced Bomber 

Enhanced Bombers gain slight bonuses to their hit points and attack 
ratings, but remain relatively slow and thus much more effective in 
groups, and with escort Fighters. 

Created at: Air Base 

Advanced Bomber 

The Advanced Somber gains additional bonuses to its hit points and 
attack strength, making it extremely efficient at devastating virtually 
anything on land or sea. It still cannot attack other flying units, however. 
Created at: Air Base 
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Fighter 

This all-purpose flying vehicle is quick and capable of delivering surgical 
strikes against any other unit, flying or otherwise. It is most useful as a 
support unit. The Fighter is best suited for attacking those forces that 
cannot retaliate— for instance, workers, Troopers, and Bombers, 

Created at: Air Base 
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Faet FigHcer 

The Fast Fighter gains a bonus to its speed, hit points, and attack ratings, 
making it more viable in many situations. It is very susceptible to anti- 
aircraft fire, and should be us^ ideally to assault undefended areas or to 
protect against Bombers. 

Created at: Air Base 


Advanced FSghcsr 

The Advanced Fighter improves on the Fast Fighter's design with 
additional speed and slightly improved durability. This doesn^t make it 
powerful enough to withstand concentrated anti-air fire, but it is quick 
enough to retreat from dangerous situations, and to concentrate its 
attack on undefended areas. 

Created at: Air Base 
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Forthess Units 

The Fortress provides some of the most powerful and necessary units of the game. 
Each civilisation's unique unit is housed here, along with Cannons for devastating 
bases, and Bounty Hunters for detecting and disposing of Jedi/Sith. 

Cannon 

Each civilisation may construct its own powerful Cannon at Tech Level 4. 
These slow-moving, vulnerable artillery pieces cannot fire until deployed- 
Then, the Cannon's extremely bng-ranged attack can easily destroy 
enemy buildings and Walls, Cannons are also effective against Ships, and 
their attacks can even he used to deforest areas. Note that Cannons have 
a minimum effective range, and thus are susceptible to ambushes. Also 
note that Cannons cannot move while deployed, just as they cannot attack while 
undeptoyed. It takes a few moments for Cannons to switch between their two states, 
and they are always produced from the Fortress in undeployed form. To use an 
undeployed cannon, dick on a target, and the cannon wilt move to its maximum range, 
undeploy automatically, and fire at the target. 

Created at: Fortress 

Bouncy Hunter 

These intergaiactlc mercenaries may be recruited by civilisations at Tech 
Level 3. While Bounty Hunters can fight many threats, including Troopers 
and some Mechs, their true talents lie in combating Jedi and Sith units. 
Bounty Hunters are even equipped with advanced sensors capable of 
unveiling hidden units- 
Created at: Fortress 
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Unique Unit:s 

Below are the dv-spedfic Fortress units. 

□ark Trooper Phase 1 a Dark Trooper Phase 2 
(Galactio Empire Only} 

This experimental Tech Level 3 ranged attack unit is more effective than 
Strike Mechs at dispersing enemy infantry formations, and can detect units 
that are imperceptible to standard scans— units such as concealed iedi, 
Created at: Fortress 
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Royal Crusader £ Btft^e Royat Orusador 
CRoyel Naboo Onty) 

The Royal Naboo's mightiest warriors. Royal Crusaders are fearless dose^ 
quarters fighters that ride atop powerful mounts, together with which 
they can decimate ranks of enemy Troopen with relative ease. 

Created at: Fortress 

Berserker & Advanc:ed Berserker [Wookiee Only} 

Unique to tfie Wookiees, Berserkers are highly trained, ferocious warriors 
that can quickly dose the distance with any foe. They're superior to 
Mounted Troopers in their ability to rip apart enemy Mechs and Heavy 
Weapons platforms. They also ben^it from Seif Regeneration, an 
upgrade in the Command Centre. 

Created at: Fortress 

□escroyer Dr^id S Heevy Oescroyer Droid 
{Thade Federation Only) 

Exclusively manufactured for the Trade Federation, the droideka— also 
known as the destroyer droid— has an innovative design that lets it travel 
fairly quickly (by curling up and rolling) over all terrain, it may willingly 
FE;EieE4ATtoH unfurl and mount a powerful assault. They are even better than Stnke 
Mechs against enemy infantry. Heavy Destroyer Droids gain personal shielding. 
Created at: Fortress 

Fambaa Shield Genaracor S Heavy Fambaa 
Shield Generator tGungan Only) 

This Tech Level 3 unit— and its Tech Level 4 enhancement—generates a 
mobile shield that emanates in a fairly wide radius, protecting all Gungan 
units standing within its confines. The Heavy Fambaa Shield Generator 
gains an even stronger defence. Fambaa Shield Generators are specifically 
designed for defensive purposes, and carry no weapons of their own. 

Created at: Fortress 

Airspeedsr & Armoured Airapeeder 
[Rebel Alllenoe Onty] 

Unique to the Rebel Alliance, the Airspeeder isn't sturdier or stronger 
than standard Aircraft, but its specialised weapons systems make it 
especially effective versus Mechs. Furthermore, the Airspeeder's great 
speed makes it ideal for reconnaissance missions. Note the Armoured 
Airspeeder upgrade rs not only tougher, but stronger as well. 

Created at: Fortress 

COMMAND CENTRE UNITS 

The Command Centre houses some very valuable units capable of maintaining and 
building your economy, healing your injured units, and in the case of the Galactic 
Empire, scouting terrain and detecting stealth units. 






Profoofc (Qalectic Empir'e Only} 

The Prabot an E m pi re-sped fic unit, is an effertive scout and detector of 
steaith units. Though it is a ranged combat unit, its attack is weak. 
Created at: Command Centre 



Worker 

Each dvilisatcon's worker unit fills a wide variety of essential economic 
roles: among these, the gathering of food, carbon, nova crystals, and ore. 
Most civs' workers are droids. In order to produce the worker droids, you 
must pay 50 food to feed the Ugnaughts who build them. Besides the 
seafaring Utility Traveler, the worker is also the onfy unit that may construct 
buildings. Workers can also repair buildings and units for a fraction of their 
original resource values. To repair an object, simply right-dick on it with one or more 
workers selected. Note workers have a very limited ability to defend themselves, which 
should be used only in extreme cases. You'll need to build many workers as your 
civilisation expands, and you'll always need to be mindful of their safety. 

Created at: Command Centre 

Medic 

For a small amount of carbon, you may produce Medic units that are 
specifically engineered to apply first aid and field surgery to injured 
biological units. Thus Medics can heal most dvilisations' Troopers, while 
the Gungans' dependency on creatures means most any Gungan unit 
may thus be restored. See Repairing and Healing units on page 68 of the 
Appendix for details. 

Created at: Command Centre 

Other Units 

A few miscellaneous units are available that are used, for the most part, to- maintain 
your economy and your other units. These units are not constructed from the same 
facilities as your primary fighting forces, 

Cei-go HovercT'aft 

Your Spaceport may produce these defenceless vehicles, which are used 
to exchange resources with other civilisations. The farther your Cargo 
Hovercraft travels to its destination, the more nova crystals it will return 
as profit. To begin trade, select your Cargo Hovercraft and right-dkk the 
Spaceport of an allied civilisation. 

Created at: Spaceport 
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Holoc^on 

Relics of the ancient history of the Jedi and the Sith, Holocrons are rare 
artifacts that contain the wisdom and the teachings of those who are 
teamed in the ways of the Force. Only those who are highly trained in the 
Auu c(vs Force— that is, JedI and Slth— are capable of unlocking the secrets of 

these invaluable objects. Jedi and Srth may thus collect Hobcrons they 
discover on the map, and upon returning them to their Temples, Holocrons will then 
generate a steady stream of nova crystals for that civilisation. NOTE: Holocrons are not 
created like units, they appear randomly on the map. 
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SECTION Vril; TECHNOLOGIES 

This section organises most available technology under the building that researches it. 
Economy-related technologies are pooled under one category. Note that not all 
civilisations have access^to all technology Furthermore, each of the six civilisations has 
access to a number of linique technologies, which are interspersed throughout this 
section in their respective categories. For more information on the buildings and units 
of Star M/ars Galactic Battlegrounds, consult Sections Vi and VII on page 2S and page 
35, respectively. 

Command Centre Technolooies 

Technology available at the Command Centre improves the efficiency of workers, and 
also enhances your other buildings. The Command Centre also researches new Tech 
Levels, which give your civilisation access to new units and technologies, 







Basic ThaSntng 

Basic Training gives workers units 
better armor and more hit points, 
making them tougher to kill. 

Sender Bascon 

All buildings gain a substantial 
bonus to their lines of sight with 
this Tech Level 2 technofogy. 

Senspr Affray 

At Tech Level 3, you can boost 
your buildings' fines of sight once 
again with the Sensor Array. 

Upgraded MoCivat^or 

This usehji Tech Level 2 enhancement 
makes your workers move faster and 
increases their resource- carrying 
capacity. 




Opetmised Mobivafcor 

This Tech Level 3 upgrade makes 
workers move even more quickly 
and lets them carry even more 
resources per trip. 

Bacba Tanks 

Units garrisoned within buildings 
and Turrets heal at four times the 
normal garrison heal rate. 


Self Regenenabion 
^ tWbokiee Only) 

This Tech Level 4 enhancement 
grants all Wookiee Troop Centre 
units a substantial bonus to therr hit points, 
and gives alt biological Wookiee units the 
ability to flutomaticany regenerate their 
health. 


Resource Technoloqies 

Resource technologies are those that improve your resource-gathehng abilities one way or 
another. These technologies are not isolated in any one structure, but are instead spread 
across the various resource-fooused buildings you can produce. 



Beamdrrli Mining COr^) 

Ore miners will work substanttally 
faster with this Ore Processing 
Centre upgrade. 



Heavy Duty BeamdriM 
£Or^) 

At Tech Level 2, you can research 
the Heavy Duty BeamdritI to make 
workm mine ore even more quickly. 






HSSX This Tech level 2 technology is 
available aft Animal Nur^ries, and 
causes these facilities to produce a 
flow of food at a slightly faster rate. 


The Trade Federation can 
dramatically increase its ore- 


gathering operations by researching this 


unique Tech Level 4 technology. 


Beamdi-lll Mining (Nove] 


A Tech Level 3 enhancement to 
the Stimulants technology Genetics 
causes your Animal Nurseries' food 


Nova crystal miners will do the 
job more quickly after this Tech 


Level 2 upgrade is researched at production to improve once again, 


your Nova Processing Centre. 


The rate at which food is 
generated at your Animal 
Nurseries is further enhanced by 


[Nova} 


This Tech Level 3 upgrade again 
increases the speed at which 
your workers mine nova crystals. 


this Tech Level 4 technology 


^ Available at the Food Processing 
Centre, this Tech Level 2 upgrade 
makes Farms more efficient, 
allowing them to produce more food 
before they need to be replanted. 


Workers will extract carbon from 
trees or carbon deposits at a 
significantly faster rate once you research 
this Tech Level 2 technology from your 
Carbon Processing Centre. 


Irrigation may be further 
enhanced with the Harvesting 


EnHancad Carbon 


Program technology made 


available at Tech Level 3, which not only lets 
Farms produce more food before they have 
to be replanted, but also gives workers 
tending the fields a slightly increased food- 


■K^H A step up from the Handheld 
Carbon Extractor, this Tech Level 
3 technology will make ail of your workers 
gathering carbon do so even more quickly. 


carrying capacity 


At Tech Level 4, your carbon 
processing facility may be used 
to research an additional upgrade that 
speeds carbon collection even further 


This Tech Level 4 farming technology 
makes Farms even richer, so that 


they rarely need to be replanted. 










Spaceport Technoloqies 

At the spaceport you can research important u pgrades that improve trading with your 
allies, and even allow you to see what they see. 





Level 4 
exchanging 
reduced. 


Holonet Transceiver 

Availabie at the Spaceport, this 
Tech Level 2 technology lets you 
see what your allies see on the 
main map and on the Mint-Map. 

Hut^t; Endoraement: 

This Tech Level 2 Spaceport 
upgrade nominally reduces the 
tribute fee to other civilisations. 

Gafact^ic Sanking 

At Tech Level 3, you may eliminate 
the tribute fee altogether by 
researching Galactic Bankirtg at 
your Spaceport. 

Galact^ic IV^ade 
Commissicin 
Spaceports are used to buy and 
sell resources, and with this Tech 
technology, the trading fee for 
resources is substantially 




Altered Bergarna 
(Galactiic Empire Only] 

At Tech Level 4, the Galactic 
Empire has the ability to 
eliminate resource-trading fees completely 
using this Spaceport technology. 


Neimoidiari 
Endarsemenc {Trade 
Federation Only] 

This Tech Level 3 Spaceport 
technology tends the Trade Federation the 
endorsement of its Nei mold tan sponsors, 
thus allowing buildings to be constructed at 
a reduced cost. 

B -'n Market insidar- 
^ Trading {Trade 
Foderation Only) 

Similar to the Neimoidian 
Endorsement, this Tech Level 3 Spaceport 
technology allows the Trade Federation to 
research any additional technologies at a 
reduced price. 

Market Confer ol 
[Trade Federation 
Only] 

At Tech Level 4, the Trade 
Federation gains the ability to completely 
eliminate resource-trading fees. 



Troop Centre Technologies 

Though Trooper weapons and armor may be upgraded at the War Centre, the Troop 
Centre itself can enhance your infantry's mobility, line of sight, and more. 

Infcag rated 
Rangefinder- 

Like the Portable Scanners 
technology, this Tech Level 4 
upgrade enhances most Troop Centre units 
with additional view range and weapons 
range. 


M acrob inocui ar s 

TNs Tech Level 2 technology 
grants ail your Troopers in- 
creased line of sight. 

Portable Ecannera 

Though it doesn-t affect Mounted 
Troopers, this Tech Level 3 enharKe- 
ment to Macrobinoculars gives all 
other Troopers an even greater field of 
vision, and longer range. 





Droid A^si^ant^ 

This Tech Level 4 techno togy 
significantly increases the 
production rate for Troop Centre 
units. 

Lighicer Armor 

By enhancing infantry arnnor 
without compromising its 

durability, this Tech Level 3 

upgrade effectively allows ail Troop Centre 
units to move more quickly 

Dexterity 

Special training brought on by this 
Tech Level 4 upgrade makes all 
Troop Centre units move even faster. 




Far Seel n Binoculars 
CQungan Only] 

Though they cannot research the 
Integrated Rangefirwler technology 
Gungan Troopers gain an equivalent bonus to 
their range and line of sight from this Tech 
Level 4 upgrade. 

Explosive Yields 
Increased 

This Tech Level 4 upgrade greatly 
increases the effectiveness of 
your Grenade Troopers, causing their 
explosive attacks to affect a much greater 


Mech Factory Technologies 

Though Mech weapons and armor may be upgraded at the War Centre, the Mech 
Factory itself can bolster your Mechs' armor levels and speed ratings. 


Upgraded Ganeracor 

At Tech Level 3, you may research 
an Upgraded Generator that 
causes ail of your Mech units to 
move more quickly. 

Advanced Genarac^or 

An improvement to the 

Upgraded Generator, this Tech 
Level 4 technology confers an 
addlhonai speed boost to all Mech Factory 
units. 

Wafker Research 
[Galac&ic Empire Only) 

At Tech Level 4, the Galactic 
Empire may research this 

technology which reduces the minimum 
range of its AT- AT Assault Mechs, effectively 
granting them even greater potential for 
destruction. 

Gunge n Creature 
Armor [Gungan Only) 

This Tech Level 4 upgrade 
augments the resiliency of all 
Gungan Mech Factory units, thereby letting 
them absorb more damage. 


Advanced Redesign 

This Tech Level 4 technology 
bestows a hit point bonus to all 
Mech Factory units, and also 
enhances Mech Destroyers to be even more 
effective against Assault Mechs. 

Wooki^ Ingenuity 
[Wooktee Only) 

Wookiees may research this Tech 
Level 4 technology which stream- 
lines the Mech production process and thus 
allows Wookiees to produce Mechs at a 
significantly lower cost. 

Technicians 

This Tech Level 4 enhancement 
grants all Mech Factory units a 
significant hit point bonus. 



Jede/Sith Temple Technoloqies 

iedi and Sith Temples don't offer many options when they first become available, but 
by Tech Level 4, they allow you to enhance your Jedi and Sith units with a variety of 
different abilities. 


J^cU/SIth .Stamina 

Jedi and Sith Knights and 
Masters will regain their ability to 
convert units much more quickly 
after a successful conversion once you've 
researched this technology. 

JedMSIt^h Agiiitiy 
This skill grants all led! and Sith 
units a speed bonus to movement. 

For^a Scrong 

Jedi and Sith Masters gain an even 
greater range for their ability to 
convert units, thanks to this ability. 

Uedi/Si^H 
CancenLf'at ion 

b The Concentrati o n ski II allows Jed] 
® and Sith Masters to convert Heavy 
Weapons and some buildings, in addition to 
standard units, 

Jedi/Sit^h Purge 

Rather than let your forces fall 
into enemy hands, this defensive 
skill causes your units to destroy 
themselves rather than allow themselves to 
turn against you when they are converted 
by an opposing Jedi or Sith. 


Fait^h in the Force 

This important Tech level 4 
technology gives almost all your 
units the ability to more effectively 
resist Jedi or Sith conversion, making them 
half as likely to turn against you. 

Force Influerrco 

Though normally immune to their 
own abilities, this technology 
allows Jedi and Sith Masters to 
convert opposing Jedi or Sith to their cause. 

Jadl/Sitih Meditacton 

After a group of Jedi or Sith turn 
an enemy unit, only one Jedi/Sith 
has to r^ before another attempt. 

Jedi/SItsh Per cepcion 

This ability gives Jedi and Sith 
Knights and Masters the ability to 
detect otherwise Invisible units. 

U^i/5ich Mind T>^ick 

Knowing the Mind Trick grants 
Jedi and Sith the ability to conceal 
themselves from view, rendering 
them invisible to all but the most advanced 
sensor systems p 



Fortress Technologies 

Your Fortress offers a number of useful upgrades to your production and your military 
capability, though most of these technologies are only available at Tech Level 4. 




BaLfcle Armor 
[Rciyal Naboo Onlyl 

The only Tech level 3 technology 
available from the Fortress, Battle 
Armor grants a bonus to the hit points of all 
units produced at the Fortress, including 
Bounty Hunters, your civilisation's unique 
unit, and Cannons. 


Shielding 

(Royal Naboo Only) 

This Tech Level 4 technology 
bestows Naboo's Royal Crusadws 
with a personal shielding system, making them 
much more resistant to Injury, 
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Bot^han SpyNet^ 

The SpyNet grants you the afatJity 
to see what your opponent sees, 

Taxat^ion {Royal Naboo 
Only) 

The Royal Naboo may develop a 
unique taxation system by means 
of this Tech Level 4 technology, which 
translates into a greatly reduced production 
cost for all its military forces. 

Ab&ack Programming 

This technology enhances your 
dvsiisation's worker units, granting 
them a substantial attack bonus 
against buiWings and defensive structures 
such as Turrets and Waifs. 




Aut^omacad Process 

This important enhancement 
accelerates your ability to 
produce military units by 33 
percent, effectively letting you rally more 
forces more quickly. 

Presidium 

This technology reinforces all of 
your Fortresses, making them 
much tougher. 

S B^nsar'kar Jec Packs 
{Wockiee Only) 

These personal jet packs make 
Wookiee berserkers even faster, 
and thus even deadlier. 



Heavy Weapoims Factory Technologies 

In the latter Tech Levels, the Heavy Weapons Factory may also be used to develop 
technology that improves the efficiency of the units it manufactures. 




St:nengt:hen0d Fname 

This Tech Level 3 upgrade grants 
Heavy Weapons a bonus to hit 
points, rendering them more 
resistant to enemy attack. 

Reinforced Frame 

At Tech Level 4, the Reinforced 
Frame technology gives Heavy 
Weapons even more hit points. 

Cr^atsur^ Training 
(Gungan Only) 

Uniquely available to the Gun- 
gans, this ability lets them 
specialise their Heavy Weapons to be even 
more effective in their respective roles, That 
is, Pummels wilt be much more effective 
against Walls; Mobile AnthAir weapons will 
be even stronger versus flying units; and 
Artillery will cause even more damage to 
buildings. 



MecHanitis 

Heavy Weapons are slow, but with 
this Tech Level 4 enhancement, 
they will move significantly faster. 

Format Viaion 
tWbokies On!y) 

Wookiees may develop this 
technology, which gives all Heavy 
Weapons units a bonus to their line of sight 
and a bonus to their range. Note that the 
Purnmel’s range will not be affected. 







War Centre Technologies 

The War Centre is the focal point of your research and development for milttary 
purposes. It's mainly used to enhance the attack and defence ratings of your various 
units, though some of its technologies can also improve buildings. 

Medium Plating 

The next level of Mech plating makes 
them more damage-resistant. 

Heavy Plating 

This Tech Level 4 technology 
makes Mechs even more durable. 


Basic Armor 

This Tech Level 2 upgrade gives all 
Troop Centre units a bonus to 
their armor, which helps defend 
them against both ranged and dose- 
quarters attacks. 

LigHt: Armor 

i : P The Tech Level 3 amnor enhancement 
I ■^ 7 '^ grants an additional defensive bonus 
to Troop Centre units. 



Heavy Armor 

At Tech Level 4. Troop Centre units" 

armor may be improved even 

(! f-urther 

Elevat^ion Tracking 

This Tech Level 2 technology 
enhances Mechs and Ships, as well 
as Command Centres, Fortresses, 
and Turrets, with bonuses to their 
attack ratings, their maximum range and their 
line of sight. 

External Benaor Pod 

At Tech Level 3, ail units and 
structures bolstered with Elevation 
Tracking technology may be 
similarly enhanced one step further 
by means of External Sensor Pod research. 

Targatiing Sonisor 

Targeting Sensor technology 
again applies to Mechs, Ships, 
and defensive structures, granting 
them even greater attack strength, range 
and line of sight. 





Lights Plating 

Much like basic armor for Troopers, 
this Tech Level 2 technology boosts 
the defensive ratings for Mechs. 


Primary Focusing Coils 

By researching this optimised 
blaster-firing mechanism, you 
grant your Troop Centre and 
Mech Factory units a bonus to their attack 
strength. 

Cooling Slooved 

At Tech Level 3, further 
enhancements to your Troopers' 
and Mechs' blasters can make 
their firepower even stronger. 

Power Pack 

The ultimate in blaster technology, 
this Tech Level 4 upgrade 

effectively doubles the effects of 

the previous Trooper and Mech weapons 
enhancements. 

Redesigned 
Sped f icadons 

This Tech Level 3 upgrade 

improves the design of your 
making them more resistant to 

damage and also allowing Transports to 
carry additional troops. 

Advanced Propulsion 

By research! ng superior u nderwater 
|Ie I propulsion systems, you can cause 
* ^ all your Ships to move considerably 

faster thanks to this Tech Level 4 upgrade. 




H 




Ships, 







Qironadier' Training 

At Tech level 3, you may develop 
new techniques that enhance 
your Grenade Troopers, allowing 
them to attack twice as quickly as before. 

Redoubled Efforts 

By focusing the development of 
your navy, this Tech Level 4 up- 
grade makes ail your Shipyard 
units much cheaper to produce. 

Advanced Scanning 

All Ships may be equipped with 
high-end detecting capabilities 
thanks to this Tech Level 4 
upgrade. Submersible units will thus no 
longer be able to hide. 





Faecer Growth 
CHamb^e 
CGungan Only] 

At Tech Level 4, the Gungans gain 
the unique ability to boost production of 
their organic Ships, by growing them more 
quickly than normal. 

Tougher Armor 
(Rebel Alliance Only) 

By developing new and improved 
defensive technology, the Rebels 
cart grant all their Troop Centre units 
additional hit points, making them much 
tougher in battle. 



Research Centre Technologies 

The Research Centre's multipurpose technology research projects are all military in 
nature, as they are used to improve ranged weapons or to bolster the integrity of your 
structures. 



OuraSteel Support: 
Beams 

Not only does this Tech Level 3 
technology boost your buildings' 
hit points, and makes them more heavily 
armoured as well, 

Permaeica Plabing 

improvemertt to Dura Steel 
Support Beams technology 
Permadte Plating makes your 
buildings even denser and tougher. 

ion Accu"Acoelerat:or 

By concentrati ng th e fi repower of 
jS'l your Turrets, this technology 
grants them a significant bonus 
to their damage rating, and makes them 
especially effective against hoslife Ships, 

Rocat^ion Baarings 

Normally, Turrets and Fortresses 
cannot target units that are 
directly adjacent to them. 
However, with this Tech Level 3 technology 
they no longer have such iimitatlons- 





Power Calibrator 

This technology increases the 
speed at which your workers can 
build stnjctures by 20 percent, 

H'a eking and 
Targeting Computer 

Faster moving units can 
sometimes avoid blaster fire — 
but they'll have a much harder time doing 
so once you've developed this Tech Level 3 
technology, which lets all your ranged 
attack units hit moving targets more easily 

Homing Sensora 

By developing these new sensors 
specialised against Aircraft, you 
can grant all your Anti-Air units 
an additional attack bonus, making them 
even more lethal 








This Tech Level 4 research project 


grants your Heavy Weapons and 


Cannons a significant damage bonus 


against buildings, and greater range. 
Pummels' range cannot be increased, while 
the Anti- Air Mobile cannot attack buildings. 


Air Base Technolocbies 

The Air Base is a seff-contairiGd facility that not only manufactures all the ffying units 
available to your civifisation, but is responsible for researching al! the technology that 


can enhance them. 


Flight; School 


This significant Tech Level 4 
technology bestows all Aircraft 
with regenerating personal 
firmly rooted on the ground. Fortunately, shields, effectively doubling the amount of 
the Tech Level 3 Flight School research damage they can withstand. 


The nature of flight is such that 
your Aircraft will have a harder 


project greatly improves their ability to hit. 


At Tech Level 4, you may research 
this advanced, lightweight armor 
that makes your Aircraft much 


program, Advariced Flight School makes your 


Aircraft deadly accurate in battle. 


[Royal Neboo Only] 


Enlarged Bomb Hold 


radius than before. 


Developing this Tech Level 4 


research project redefines your 


Air Base manufacturing operations, letting 
you produce Aircraft at a reduced cost, 
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MULTIPLAYER GAMES 

MultipEayer games give you the opportunity to play against other human and/or 
com puter-contf oiled players, opening up an entirely new level of challenging 
gameplay You can battle your opponents in a variety of locations, from standard 
maps to special Star Wars locale maps. Eight players can play over an Internet, LAN, 
or IPX connection. Two players can connect with a modem or serial connection, 
although up to six additional computer-controlled players can be added for the game. 

CONNECTING TO A MULTIPLAYElR GAME 

There are many ways to establish connections for multiplayer games. On the Star 
Wars Galactic Battlegrounds Main Menu, dick on the icon for Multiplayer or access 
the Zone, yet another way you can play online. See page 57 for details on using 
Zone.com’", Clicking Multiplayer will prompt you to enter a name if you haven't done 
so already Type a name and click OK. On the right side of the screen, you will now see 
a window with the various connection types listed. 

• Internet TCP/IP for DirectPlay: Choose this connection type to play over the 
Internet. You will need to know the IP address of the host. If you are the host, be 
sure to give your iP address to each client so they can connect to your game via the 
Internet, 

• IPX Connection for DirectPlay: Choose this connection type if you have an IPX LAN. 
Available games will appear in the window beneath Show Games. 

• Local (LAN) TCP/IP Connection: Choose this connection type if you have a TCP/IP 
LAN. Available games will appear in the window beneath Show Games. 

• Modem: Choose this connection type to pfay games with your friends using your 
modem. 

• Serial Connection for DirectPlay: Choose this connection type tf you have two 
computers connected with a null modem cable. Please note that a standard serial 
cable will not work; you must use a null modem cable. 

• Microsoft^'s the Zone.com™: Accessed from the Main Menu, this is Microsoft*'s 
Internet gaming environment that allows you to play multiplayer games on the 
Internet. A more detailed discussion of Microsoft's the Zone.com can be found on 
page 57. 

NOTE: If any of the above connection types do not appear in your Multiplayer 
window, it is because you do not have that kind of connection type available. 
LucasArts Entertainment Company LLC does not currently provide its own hosting 
services for multi-user gameplay over the internet, and players may therefore need to 
locate their own game matching service in order to engage in online multi-user play. 

Hosting a Multiplayer Game 

Hosting a game follows the same steps for all connection types: 

1. Launch the game. 

2. Click the Multiplayer option on the Main Menu. 

3. This will prompt you to enter a name if you have not already. Type a new name and 
dick OK. 

4. Click the connection type you will use for your game. 


5. If you are using IPX or IAN, simply dick Create. If you are using an Internet TCP/tP, 
modem or serial connection, follow these steps: 

a) internet TCP/IP Connee±ion: Be sure you are already connected to your Internet 

Service Provider. On the Star Wars Galactic Battlegrounds Main Menu, dick 
Create. The Multiplayer Game screen will appear In the lower-mtddie of the screen 
is the IP button. C!i(?k on this to see your IP address, if two are listed, you generally 
want to use the second one, as the first one is typically the LAN IP address. Give 
your IP address to clients who will be joining the game. ; 

b) Modem Connection: Be sure your friend has your modem phone number. Click 

Create. A prompt will appear. Select the modem you wish to use, and dick Answer. | 
When your friend dials up to your modem, you will be taken to the Multiplayer : 
Game screen, j 

c) Serial Connection: Click Create, Select the appropriate COM port that your null j 
modem cable is attached to. Click OK, You will be taken to the Multiplayer Game j 
screen. 

6. The Multiplayer Game screen will open, providing you wrth many options for 
customising your game. 

7. Using the pull-down menus, choose the Game Settings you prefer. For a discussion 
on the various Game Settings, see Multiplayer Setup on page 58. 

S, Under Name, you will see your own name followed by seven positions, which can 
be filled by other players. An Open position will allow anyone to join. To dose a 
position, thereby limiting the number of players who can Join, use the pull-down 
menu and select Closed. You can also eject players from a game by selecting Closed 
from the menu next to their names. 

9, When you are ready, click the drde next to Tm Ready! 

10. When all players are ready, dick the Start Game button to begin the game. 

jpiNiiMG A Game 

Depending on your connection type, joining a game has several different procedures. 

Ineernet^ TCP IIP for Direct Play 

1 . First connect to your Internet Service Provider. 

2. On the Main Menu, click on Multiplayer, then doubledick on the Internet TCP/IP 
connection type. 

3. A prompt wif! appear, asking you to enter the IP address of the host. Enter this 
address. Include any periods {example: 202,7.42.200). Make sure there are no 
spaces on either side of the number. Click OIC 

4. The game will appear in the window under Show Games. Select rt and dick Join. 
This will take you to the Multiplayer Game screen. 

IPX Connection for OirectPlay 

1. On the Main Menu, dick on Multiplayer, then dick on the IPX Connection type, 

2. A list of existing games will appear under Show Games. 

3. Select the game you want and dick Join. This will take you to the Multiplayer 
Game screen. 


Local [LAN) TCP/IP Connection 

1. On the Main Menu, click on Multiplayer, then click on the Local (LAN) TCP/IP 
Connection type. 

2. A list of existing games will appear under Show Games. 

3. Select the game you want and dick Join. This will take you to the Multiplayer Game 
screen. 

Nlodem 

t. On the Main Menu, dick on Multiplayer, then double-dick on the Modem connection 
type. 

2. A prompt will appear, asking you to enter the phone number of the modem you 
are connecting to. You do not need to type the dashes. Remember to indude a "1 " 
(one) and the area code if it will be a long distance call, and 9 if you are dialling 
out of a PBX (telephone switchboard). You will see the type of modem installed on 
your machine befow the number field. Click in this area to change devices. 

3. Click OK to connect to the modem. 

4. The game will appear in the window under Show Games. Select it and dkk Join. 
This will take you to the Multiplayer Game screen. 

Serial Connect:.ian 

1 . You must have a null modem cable for this connection. A standard serial cable will not 
work. 

2. On the Main Menu, dick on Multiplayer, then double-dick on the Serial connection 
type, 

3. A configuration window will appear. You must know what COM port your null 
modem cable is connected to. Select the appropriate COM port and dick OK. 

4. The game will appear in the window under Show Games. Select it and dick Join. 
This will take you to the Multiplayer Game screen. 

Joining and Hoat:.ing Games on Microsoft's the Zone.com 

1. To play games on Microsoft's the Zone.com, you will need: 

* Internet Explorer (3.2 or later) or Netscape Navigator (4.0 or later) 

" 32-bit dial-up networking (Modem or ISDN) or direct connection 
(T1, xDSL, Cable, etc.) to the Internet 

2. Be sure you are already connected to your Internet Service Provider, 

3. On the Main Menu, click on the Zone.com™ icon. 

4. Click on the Go to the Zone button on the bottom right side of the screen. 

5. This will cause Star Wars Galactic Battlegrounds to dose. 

Your browser will take you to the Microsoft's the Zone.com. 

7. Once the Zone page loads, enter your Zone name and password. If you do not have 
one yet, the Zone will walk you through registration. 

S. You will be taken to the Star Wars Galactic Battlegrounds page. Click a Standard 
or Tournament room to enter. 

You can now host or join a game. 

There are many helpful sections on MicrosofTs the 2one.com, indudir^g 
walkthroughs for connecting to games there. You can also find tips and strategies, 
as well as torurnaments and events* 


Multiplayer setup 

Clicking on Join or Create will open the Multiplayer Game screen. Only the host can 
modify the Game Settings, but players can choose their teams and civilisations, as well 
as their player colour, number, and map position. 

The Multiplayer Game screen has several sections. The top-left window lists the 
players, their team numbers and dvilisations. The top-right box contains Game 
Settings. The bottom-left box contains the buttons necessary for starting and 
cancelling games. The bottom-dght box contains help text that will appear when you 
float your mouse pointer over different options. 

The following is a rundown of the various options available on the Multiplayer Game 
screen: 

In the upper left of the screen: 

* Name: Displays names of the host and players. The host can click on the arrow to 
the left of a name to open several options. Open leaves the position open to joining 
players. Closed closes that position and ejects any existing player already in that spot 
from the game. Computer assigns a computer player to that position. 

* Ping: This number shows you how fast the communication is between you and other 
players. The smaller the number the faster the communication. 

* CMiisatlon: The defauit setting is Random, which will randomly choose one of the 
six civilisations for the player in that position. The arrow to the left is used to choose 
a particular civilisation. 

^ Player: Click in this box to select your colour and starting position on the map. The 
colour of the number is the colour you will represent on the map. If two or more 
players choose the same player number, they can play a cooperative game in which 
they share control of the same civitisation. 

* Team: Click in this box to choose a team number. Players with the same rrumber will 
be on the same team, tf you do not wish to be on a team, leave the dash in the box. 

tn the middle left of the screen: 

This is the Chat Window. To speak to other players, type in your comment and press 
ENTER. Your message will appear in the Chat Window, where others can read it. 
Messages from other players appear in the Chat Window, as well. To scroll through the 
chat that has occurred since you joined the game, press either the UP or DOWN 
ARROWS, or press the PAGE UP or PAGE DOWN keys on your keyboard. 

In the lower left of the screen: 

* Tm Ready: Click in the box next to Pm Ready! when you are ready to start the game. 
The names of players who are ready appear green, while the names of players who 
are not ready appear red. 

* Technology Tree: This button has several small squares joined by thin lines. Click on 
this to see the Technology Tree, which lists the units and upgrades for each 
civilisation, as welt as where to find them. 

' IP: Clicking on this button will bring up your IP address. If there is more than one 
address listed, the top address is generally your local LAN address. If you are hosting. 
It is the bottom IP address you will want to give to clients connecting to your game 
via the Internet. 


• start Game: The game host will dick this button when aJI players are ready. 

* Cancel: Click this button if you joined or created a game you do not wish to play. 
This will return you to the Main Menu. 


In the upper right of the screen: 


Game Settings are adjusted here, 

* Game Type: Choose the type of game you want to play. 

* Map Type: Choose between a Standard map and a Star Wars Locate map. 

* Location: Select the distribution of land and water on a map, or choose a specific 
Star Wars Locale. A description of the terrain will appear in the Help window when 
you mouse over the name of each location. 

* Map Size: Choose the map size appropriate for the number of players in the game. 

* Difficulty: Choose the difficulty level that the computer players, if any, will compete 
on. 

* Resources: Choose the amount of carbon, food, ore and nova in each player's stock- 
pile at the start of the game. 

■ Population: Select the maximum number of units each player can create. Seventy- 
five is the recommended number. Higher population limits require faster computers. 

* Game Speed: Select how fast units move and how fast game time elapses. This 
affects all players. 

■ Reveal Map: Choose how much of the map is revealed at the game's start. R>r 
Normal, you will have to explore the map to reveal your opponents. For Explored, 
you will see the map, but must explore to find your opponents. For Alt Visible, you 
will see both the map and your opponents, 

* Initial Tech Level: Choose which level all players will start at 

* Victory: Choose the victory condition required to win the game. 

•Team Together: Selecting this option will allow teammates to be adjacent to each 
other when the game begins. 

•All Techs: Select this option if you want ail civilisations to lose their special abilities 
and be able to research all the technologies in the game. 

* Allow Cheats: Select this option to allow all players to use cheat codes. 

* Lock Teams: Select this option to keep ptayers from switching to other teams. 
Locking teams without assigning computer players to separate teams will result in 
them allying. 

* Lock Speed: Select this option to keep players from adjusting the game speed once 
the game begins. 

* Record Game: Select this option to record your game. You can play it back later by 
loading the file. 


Options Whils Playing a Multiplayer Game 
In-Game Chat^ 

Chatting while in-game can be an important part of the multiplayer experience. You 
may need to ask your allies for supplies, offer backup, or formulate attack and defence 
strategies. The Chat window is the perfect tool for this. 

The quickest way to chat while in-game is to press the ENTER key on your 
keyboard. A small window will appear. Type in your comment Hitting ENTER again 
will send your message to the other players. You will see your comment, as well as the 
comments from other players, appear in the upper-left side of the screen. There are 


several hot keys that let you select who will receive your message. Press the hot key 
first followed by your commenl: 

Send a message to everyone 

Send a nnessag\ to teammates 

Send a message to enemies 

For more complex chatting, click on the Chat menu, which is found among the 
menu buttons on the far lower right of the screen. The Chat menu icon shows a 
person speaking a bubble of dialogue. The Chat menu allows you to send messages 
to specific players, scroll through recent chat that has occurred in the game, and use 
various taunts and commands to tease players and even get resources and backup 
from allies. To send a message, type your comment onto the Chat line and click Send. 
To send a Taunt or Command, you need only type its corresponding number and click 
Send. 

To disable chatting in the game, simply unhlghllght the checkbox next to all player 
names in the Chat window. Close the Chat menu by clicking on Close. 

Seving a Multiplayer Came 

There are several ways to save a multiplayer game. Click on the Menu button on the 
far lower right of the screen. A window will open, giving you a variety of options. 

* Save: To save a game and continue play, dick Save. The Save Game window will 
open. You will see a default title for the game you are saving— generally Multiplayer 
Save, followed by the date and time of the save. You may rename the game if you 
choose. Click OK and the game will be saved. You will then be returned to the game. 

■ Save and Exit: To save a game and quitf dick Save and Exit. You will see a default 
title for the game. You may rename it if you wish. Click OK, and then a Save and Exit 
win-dow will appear. A!! players must vote here to either Continue Game, Save and 
Exit, or Wait for other players to vote before deciding. 

* Deleting Saved Games: You can also delete saved games from the Save Game 
menu. Simply click on the game you want to delete and press Delete. Gick Cancel if 
you do not wish to Save or Delete a game. You will return to the game. 

■ Save Chapter: If you chose to record your game during setup, you can select Save 
Chapter This allows you to skip to different chapters during the playback of the 
game. Click on Save Chapter; a message will appear on the screen, alerting players 
that a chapter Is being saved. The game will then continue. 

Quit: ting a Mult:iptayer Qame 

To exit the game while playing, dick on the Menu button on the far lower right of the 
screen. Click Quit Current Game. A confirmation message will appear, asking if you're 
sure you want to quit Click Yes if you are. This will bring you to the Achievements 
screen, where you can see how you scored compared to the other players. 



Restoring a Muttiplayer Game 
Hosting a Restored Game 


If you previously saved a multiplayef game, you can restore it and continue play. If you 
vvould like to host the restored game, dick on Multiplayer on the game's Main Menu. 
Be sure to select the connection type you want to use. Click on Restore. The Saved 
Game menu will open. Select the saved game you wish to restore and click OK. This 
wilt bring you to the Multiplayer Game screen. 

Joining a Restored Game 

If you wish to join a restored game another player is hosting, dick on Multiplayer on 
the game's Main Menu, Be sure to select the connection type you want to use. The 
restored game will appear under Show Games. Click Join. The Multiplayer Game 
screen will open. 


NOTE: The Restore option will not be available if you do not have any saved games. 



APPENDIX 

Civilisation Attributes 


Galactic ISiTipire . ■ - , 

Bonus HEavy M^gchs are 5 percgnt less expensive than trther dvtjisa^n^ 


Disadvantages 


Aircraft take S percent bnger to build and are 5 percent more expensive than 
other dviiisations'. 


Uniq ue Upgrades 


Wa lker Research 
Altered BarBaiiw 


S tren gths 
Mechs 

Heavy Weapons 
Sith 

Troops 


AT-AT minimum range is decreased. Found i n the Mech Factory. 

There is no reso ur ce trading fee. Found In the Spac^ wrt. 

Weaknesses 


Sea 

Air 


Gungans 

Bqnus_ 

Disadvantages 


G ungans can build uryd erwater Prefab SheHers. Medics can heal mo s t military untts. 
Aircraft take 5 percent longer to buiW and are 5 percent more expensive than 
other dvijisations'. 


Unique Upgr ad es 
FAr$Hln Binoculars 


Gungan Cr^ture 
Amlqr 


Troop Centre units {except Mounted Troopers) gain +2 range and tine of sight 

Found In the Troop Centre. 

Mecbs gain +10 percent hit points. Found in the Mech Factory. 


Creature Trafning Pummel is two times as effective against Walk^ Mobile Anti-Air Is more 

effective against air; artillery is more effective against buildings. Found in the 
Heavy Weapo n s Factory. 


Faster Growth 
Chambers 


Ships can now be built 20 percent faster and cost 20 percent isK. Found in the 
War Centre. 


Stre ngths 

Sea 

Mechs 

Heavy Weapons 
Troops 

Wookiees 

Bonus 

Disadvantages 


Wea knesses 

Air 

Jedt 


C arbon collecting in Tech 3 a nd above is 5 percent faster. 
None. 


Unique Upg rades 


Wflokiee liieenufty Mech Factory units cost 1 5 percent le ss to build. Found in the Me ch Factory. 
Berserker ]et i^scks Berserkers gain 1 Q percent speed. Found in the Fortress- 


SeW Regeneration 


Forest Vtsldn 


Ai! biologica! units (except workers) regenerate health automaticatly and all 
Troop Centre units gain +30 hit points and +2 DuraArmour. Found in the 
Command Centre, 


Strengths 


All Heavy Weapons units (except Pummels) gain +2 attack range and line of 

sight. Found in th e Heavy Weapons Fa ctory. 

Weaknesses 


Troops 
Air 

Heavy Weapons 


Mechs 

iedi 

Sea 


pqoyal Naboo V ^ 

Bonus Nova li collected 10 percent faster than other ciwlisation s. 

Disadvan tages No ne. 

^c|ue Upgrades 


tajgrifln 


RQya^ Crusader has shielding . Found in the fartress. 


All MUitafy units cost 10 percent less. Found in ihe Fortress. 


jjttle hna ar 
Advanced En^w 


Fortress untts have 2 5 percent m ore hit poir ts. Found in the Fortress. 
Aircraft gain 10 percent speed. Found lo the Base. 


Stren gths 

Air 

Jed] 

Sea 


Weaknesses 


Troops 

Mechs 

Heavy Weapons 


Tirade Federatian 

Bonus The Trade Fed eration does not need to build Prefab Shelters. 

Disadvantage 


Carbon cotlection is 20 percent slower than other civilisations^ Start with 25 
less carbon than other civilisations. 


U nique Upgrades 


Fu skm Egtr^c tor 

NeiirvaidJim 

Endofsament 


Ore collectors w o rk 5Q percent faster. Found in the Ore Processing f^ant 
Alt buildings cost 5 percent less to build. Found in the Spaceport. 


Market Inside^ 
Trading 


Ail research costs 10 percent less. Found in the Spaceport 


Kaiket Control 


Stre ngths 


There is no resource trading fee. Found In the Spaceport. 

Weaknesses 


Mechs 
Heavy Weapons 
Sea 


Air 

Troops 

Sith 


Rebel Alliance _ . „ 

B^onus The carry capacity o f farm droids h 5 percent gr eater than other dvitisatio ns'. 

Disad vantages None. 

Unique Upgrades 


Toucher Armor AH Troop Centre units gain +20 hit points. Found in the War Centre. Requires 
Lighter Armor {also found in the War Centre). 

Stren gths 

Air 

Troops 
Jedi 


Weaknesses 


Heavy Weapons 
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Tips for Effective Command 


Here are some general tips for aspiring 

commanders. 

* Early in the game, food and carbon are the 
most important resources, In Tecri levd L use 
food to build more workers. Use carbon to 
build a few houses and three buildings needed 
to- advance to Tech Level 2. 

■ You should have 10 or more workers busy at all 
times. 

‘ Take advantage of "free" food (food sources 
that do not require carbon^ before rtioving to 
Farms. Hunting, gathering and fishing are 
excellent ways to stockpile free food. Hunt 
nearby falumpasets^ dewbacks, rontos, eopies, 
mynocks, cu-pas^ and kaadus. Gather food 
from muja fruit bushes. Fash from the shore. 
Building your Food Processing Centre close to a 
food source will speed up food production. The 
Food Processing Centre is also necessary to 
build Farms, 

* When gathering resources throughout the 
game, build Processing Centres next to sources 
of caiiionr ore and nova. 

* To advance to Tech Level 2, build a Food 
Processing Centre, a Troop Centre and a 
Power Core. As you are researching Tech 
Levef I, an Animal Nursery is another good 
structure to build. Not only does it house nerfs 
and banthas, giving you a steady stream of 
food, but It allows you to build Mounted 
Troopers in your Troop Centre, 

* Create many workers. By the time you reach 
post-Tech Level 4, you generally want half of 
your population to be workers. 

* Set way points for your Scout in order to 
explore the map for more resources and to 
locate enemy bases. 

* During Tech Level 2, begin putting more 
workers on nova and ore. You will need 200 
nova to advance to Tech Level 3, Always keep 
workers on food and carbon, as well, 

* When you reach Tech Level 2. thlnk,^gf using 
100 ore to build a Turret near oraJ'Of your 
Processing Centres to protect your workers. 
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♦ When you have exhausted your supply of free 
fooi build Farms or AquaHarvesters. Queue up 
multiple Farms in your Food Processing Centre 
so you won't have to constantly reseed them 
when they are depleted. Ydu can a bo dick 
queued up farms to remove them, thus getting 
back 50 carbon per Farm. 

* Build Farms as dose to your Command 
Centre as possible. This allows food to be 
dropped tiff quickly and ff an enemy invades, 
workers can quickly enter the Command Centre 
and fire on the invaders. 

• Throughout the game, check to see if the idle 
Worker button is flashing red, or press the 
PERIOD key to cycle through idle workers. 
Immediately put them back to work, 

* Build multiple Command Centres near 
resources across the map, and extra mi Eitary 
pforiuction centres so you can build units faster 
and do research simultaneously, 

* Use hot keys! You will be able to build buildings 
and units much faster Use hot keys to group 
together command groups. Select a group of 
units, press CTRL and a number You can then 
select that group by simply pressing the 
corresponding number. 

■ The specialty of a unit is often visible in its 
attack. Red lasers are usually anthperson^nei, 
blue are usually antj^Mech, green glows and 
projectiles arc anti-building, 

• When playing the Gungans and using 
Fa m baa Shield Generators, put the Fa m baa and 
support units in a box formation. This will 
automatically put the Fambaa in the centre 
(most of the time} and keep your units inside 
the shield. Make sure to put your units on 
Stand Ground so that they don't leave the 
shield's radius 

• Cannons and artillery can destroy trees. You can 
punch a hole through your opponent's trees and 
they will not get an attack message. 

• If both you and your ally have Spaceports, you 
can clkk on your ally's Spaceport in order to 
find out how much nova it will give you if you 
trade with your ally. 
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If you don't know yoor opponent's current 
Tech Level, scan the Chat message text using 
the PAGE UP and PAGE DOWN keys to find 
out which Tech Levefs youf enemies have 
upgraded to. 

guild Power Cores to provide energy to all 
hujEdings that need it But take care. Power 
Cores are relatively easy to destroy. Use this 
krtowledge to mount assaults to cripple the 
production of rival civilisations. 

At Tech Level 1 , use your Scout to reveal as much 
of the terrain and as many points of interest as 
possible, Tit^ to find easily defensible areas near 
your base early on. and build Walls and Turrets. 
Use cautiort with your Scout — if its destroyed, 
you cannot rebuild it until Tech Level 2. 

Build a Fortress as soon as you reach Tech Level 
3, and be sure to have enough ore to do so. 
The Fortress' powerful defensive capabilities 
and strong units can give you a serious 
advantage, especially if you gain access to 
them before your opponent does. 

Be sure to defend your base from Aircraft, which 
can attack most units from above. Build anti-air 
Troopers at Tech Level 2 to anticipate airborne 
foes, as Aircraft are not available until Tech Level 
3, Your Fortress may also attack Aircraft. 

Consider placing all of your buildings as closely 
together as possible. Not only will this allow 
you to provide energy to ail of them using just 
a few Power Gores, but as they finish 
construction, your workers will automatically 
assist other workers in the process of building. 
You may also find it easier to defend a 
concentrated base. 

Be sure to defend your base from stealth units. 
Bounty Hunters, Sentry Post structures and 
Scout Mechs are effective at sniffing out 
otherwise^undetectable units such as Jedi or 
Slth Knights. Bounty Hunters can also fight Jedi 
or Sith. 

Learn to assign your units to control groups. 
(See Setting Control Groups on page 24.) For 
best results, group similar types of units 
together. For Instance, since a group will only 
travel as fast as Its slowest unit, it may be 
wasteful to group very fast and very slow 
units together. 


* Manage your resources carefully between 
productioa research, and defence. Upgraded 
units tend to be far more effective than units 
without upgrades— -but you rteed to deploy 
units In force for the effects of upgrades to 
be noticeable. 
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nEPAIRINQ ANO HEALINB UNITS 
Repairing Bufidinga and Mechanical Unics 

Workers can be used to repair most mechanical units and buildings. With a wo^er selected, 
click on the Repair button in the bottom- left box of Commands (or hit the Repair hot key R). 
Next dick on the unit or building you would like to repair. The worker will move to the unit and 
begin fixing it The more damaged the unitn the longer the repair takes. 

Repairing units and buildings requires resources. As the worker is repainng, you will notice 
some resources being consumed. The more damaged a building or unit, the more resources will 
be required for its repair. 

Units that workers can repair include the following: 

* Mech Factory units 

• Heavy Weapon units 

* Command Centre units 

* Air Base units 
‘ Shipyard units 

■ Mechanical Fortress units such as Cannon, Destroyer Droids, Aifspeeders, Dark Troopers 

• All buildings 

Healing Biological Units 

Medics 

Medics heal biological units. If an Injured unit Is near a medic, the medic will automatically begin 
healing the unit. If a group of injured units are near a medic, the medic will move to the next 
injured unit as soon as It finishes healing the first one. However, If a medic is some distance 
away from an injured unit, the unit wilt not benefit from this automatic healing process. Instead, 
you must select the medic and click the Heal button in the lower left-hand box of Commands 
(or type the hot key E). Then dick on the unit to be healed. The medic will move to the injured 
unit and begin healing It. The more injured a unit is. the longer the healing process will take. 

Units that Medics can heal indude the following: 

• Troop Centre units 

* jedi Temple units 

• Biological Fortress units including Royal Crusader, Fambaa Shieid Generator, and Bounty 
Hunter 

Ganisontng 

You can also heal a unit by garrisoning it inside certain buildings. Once inside, the injured unit 
will slowly begin to heal. The three buildings that are capable of garrisoning units are the 
Command Centre, Fortress, and the Turret. However, only some units can garrison in each 
building: 

Command Centres and Turrets: 

• Workers and smaller units such as Trooper Units {except Mounted Troopers), Bounty Hunters, 
Jedi, Destroyer Droids 

Fortresses; 

* Workers, all Troop Centre Units, Bounty Hunters, Jedi, and some unique units including 
Berkserkers, Destroyer Droids, and Royal Crusaders. 

The Special Case of the Gungane 

Over the centuries, Gungans have developed a veiy unique technology founded on the use of 
organic materials; they are able to grow most of their military units. Therefore, what are 
mechanical units in other dvifisations are actually biological units in the Gungan army. Because 
of this, medics are able to heal most Gungan military units. The only exceptions are some Hpvy 
Weapons, Cannon, and Mech Factory units, which wear a great deal of armor, and require a 
worker to repair the armor when they are damaged in battle. 
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units that Gungart Medics can heal include the tallowing: 

< Air units 
w Pummels 

♦ Biological Fortress units Including the Fambaa Shield Generator and Bounty Hunter 

* Shipyard units 

- Troop Centre units 
. j=edi Temple units 

* Command Centre units 

The units that Gungan workers can repair Include the following; 

. All Mech Factory units 

• Artillery 

* Anti-Air Mobiles 

• Cannon 

• All buildings 

Shortcuts ano Hot Keys 

NOTE: The visual layout of the Command menu to the bottom left of the screen directly 
corresponds to the left side of the keyboard. Also, an in-game list of key commands can be 
found in the Options menu. 


General Commande 

To 


Press 


Cycle Th ro ugh Last 5 Events 
Cycle Through Idle Workers 


HOME key 


PERIOD ( . ) key 


Cycl e Through Idie Milit a ry Units 


Cy cie Through Troop Centres, Mech factories, or Air Bases 

Cyde Through Resource Buildings 

Centre View on Selected Unit or Object 


COMMA ( , ) key 


gRLTA. CTRL-H, or CTflL+t 


SLASH (/) key 


SPACEBAR 


tojgn U nits to Groups 
S elect Assigned Unit Groups 


aRL+1-9 


1-9 


5 eject All Onscreen Units o f One Type 

Deselect Unit or Su fjdmg 

Go to Command Centre 


Double-Click Unit 


ESC key or Lefft-Click Empty Space 


H key 


Garrison Selec ted Units in Building 


G or AU+Right-Oick Building 


Delet e Selecte d Unit or Building 


DELETE key 


Display Chat Message Window 


ENTER key 


Display Online Technology Tree 


F2key 


To ggle Statistics 
Pause Game 


F4 key 


F3 key 


Save Game 


S low D o wn Game Speed 


FS key 


Num Pad - key 


S peed U p Game Speed 


Num Pad + k ey 


To 


Sele^ a Workeiy Then 


B uild E c onomic Building 


Build Mili tary B uilding 


Press B, Then Building Hot Key 


Buil d Defensive Building 


Press % Then Building Hot Key 


Press K Then Building Hot Key 



w 


Pj^ptay Statistics 


AU+F 


Display Technology Tri&e 


Flare 


CTRL+A 


Co to Air Base 


CTRL+S 


Go to Aniimal Nui^ery 


gm+c 

H or ^xtra Mouse Button 1 Go to Corntnand Centre 


Go to Carbon Process ing Centre^ 


aRL+F 


Go to Food Processing Centre 


aRL+D 


Go to Fortress 


gRl-HH 

ORL+J 


Go to Heavy Weapons Facto ry- 


Go to Jedi/5ith To mple 


HOME 


Go to Last Notification 


ORL+M 


COMMA_ 

PERidD'" 


Go to Mech Factory 


Go to Next Idle Military Unit 


Go to Neat Idla Worker 


/ or Extra EVTouse Button 2 Go to Resoorce Building 


GTRL+hi 

cmud 


Go to Nova Proc essin g Centre 


Go to Ore Processing Centre 


CTRL+R 


Go to Research Centre 


SPACEBAR 


gRl+Y 

gRi'+s 


Go to Seleriod Object 


Go to Shipyard 


CTRL+T 


Go to Spaceport 


Go to Troop Centre 


ORL+V 


Go to Tum^ 


gRi+w 


Go to War Centre 


BACKSPACE or J 


ALT+C 


Jump t o Gath er Point 


Min I- Map Combat Mode 


MJ nhMap Econoinic Mode 
Mini-Map Normal Mode 


Objectives 


Return to Previous View 
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no_ 

F3 


p^GEU^ 


Options 
Pause Game 


DOWN 


Review Chat Messaflg Backw a rd 


Review Chat Message Forwand 


F9 
F12 

EHTIB. 


Save Chapter 


Save Game 


Send Chat Message 


EtsTTE R and SEMICOLON Chat to Team 


fflT ER and 1 
and * 

r^ Mumbef Pad) 


Chat to Enemies 


Chat to Everyone 


+ fM umfaer Pad) 

altT^ 


ait+m 


stow Down Garne 
5pe^ Up Game 


Toggle Fftend or Foe Cptours 


Toggle Minr-Map Tmain 


S cf'Qil Commanda 

T 


Scroll Down 


Scroll Lift 


Scroll Right 


Si^U Up 


BulM 


Air Base 


Animal Murseiy 


AqgaHarvester 


Carbon Processirtg Centre 


Command Centre 


Farnn^ 


W 


Foo d Pro cessing Cent re 


Fortress 


Gale 


Heavy Weaponis Factory 


Jedi/Sith Temple 


Ught Wall 


Medi fa ctory 


Missile Turret 


Monument 


More Eyildings 


Nova Processing Centre 


Ore Processing Centre 
^wer Core 


Pr^b Shelter 


9_ 

z 

w 


Research Centre 


Q_ 

W 

s 


Sentry Post 


Shiejd Generator 
Shipyard 


Spaceport 


Troop Centre 

Turr et 

WaiT" 



Activate Aiert Beacon 


W 


Go Back to Work 


Worker 


Medic 


Prabot 


Food ProcQaa^ng ^enityre 

F Qgeao Panm 


Shipyard 


Anti-Aif Destroyer ^ Heavy) 


Cruiser (Advanced) 


A 

W 


Destangyef (Heavy) 


Frigate (tight. Advanced) 


Transport (Armouredj 


Utili ty Trawler 


^oop Centre 

S 


Anti'^Aif Trooper (Heavy} 


D 

A 


Grenade Trooper 

Mounted T r oop er ( Meavy, AdvaiKed) 


Troo per (ftec niit Heavy^ Repeater) 


Mech Fiw siWV 


As saul t Mech. (Heavy, Advanced) 


Mech D e str ijyer (Heavyr Advance d) 


Scout (Advanced ) 


Strike Mech. ^Heavy) 


Heavy WeiigaiSiw Fact^ary 


Mti-Ai r Mobile (Heavy) 



UnitB 

A J_ ! 

w 

0 

f _ 

Y1 



Q 

~g_ 

z___ 


Aiggresslv^ 

Box 

Defensive 


Ffank^ 

Follow 


Gyafd 


Line 


No Attack 


Petrol 


Staqqefe<j 


Stand Ground 


F^ortres^ 

f 


Bounty Hunter 


Cannon 


Unique Unit 
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CUSTOMER SUPPORT 

B^ore contactrifi custonifif supfKiit, please- ccsnsutt the technic) help file. It contains die answers to soma ot our most 
frequently as^^ed puestloits aid may quicldy and easily provide a solution fa your difncuHy, if after revlawtng the technir^al help ' 
file you are atHI SKperlsncIng pruhlems, please feet free to contact us through any of the Ofiilne servicfss listed. 

In order to assist us wtien deeiing with your diffteuity, piease have the foUowrig infomiatior ready wtieit you call or attach it - 
to your email to suppott^cttvlsioo-co.uk. 

Cartiplete product tttte . 

Ejiact Error meBsaoa reported (if arty) and a brief description erf the problem. 

A copy of your Direct K Diagnostics report. To access this go to Start -> Run and lype 
dxdrag c:\dxtHag.W and press ENTIR. The report will he found in your My Comptiier C: drive. 

if you are experiencing difflcully with the multiplayar or online portion of the product please assist os by having the following 
additional Information ready when you call. 

If yoo are asing a modern: 

• What kind of modeii Is on each end (brand, modal, speed, intomal or odirr^l)? 

■ -Do yuu have mure than orte modem? 

■ Dn which part is each configured? 

• Dobs Hypartarminaf (or any other ternitnal program) work with your modem? 

This Is an easy way to test whether or r50t your modern Is configured correctiy. 

- At what speed are you connecting? 

• Have you made sure dato comprossion. error datectian, and flow controf is lurnsd OFF? 

Refer to your modern^ manual to do this. 

II oslng an exiermi modem; 

^ What kiJKl of serial card is being used? 

' Do you have a sevan-wlre serial cable? 

If you ere on a LAN: 

• Can yoif sea other computers on the network? 

• What. Is your letworfe configuration? 

■ What brand of nalwort card do you have? 

■ What network seftwans ara you running? What version number? 

OnllTTe Servicas with Acfivlsfoii FdrutTTS. E-Mail and File Library Support 
For support VT 3 the web please vM bHp;//Www.actlvtsion. com/support or e-mail support^activision, co.uk 

CUSTOMER AND TECHNICAL SUPPORT IN EUROPE 

far Customer Support you car contact Activision In the UK on +44 fO)07O5 143 5?5 between the hours of S.OOam and 7,00pm 
I UK time) Monday to Friday with the excaption of bnlidays. 

For Technicaf Support, please tontact: + 44 (0)370 24121 4fl betweerr tha hours of 3: 00am and 7:00pm fUK time) Monday to 
Friday and Saturdays 3;OOam to 5:D0pm with the exceptions of holidays. 

Your calls may be monilartEl 

For Techntcaf Support and Ctfstomer Service In areas not listed, pirns contact your local disiribgtor or Activi&ion via online, 
(Please note tha online support Is available in English orriy). 



SOFTWAnE LICENSE AGREEMENT 

important ^ READ OMEFOJaif: USE OF THJS PROGRAJW IS SUBJECT TO THE SOFTWARE LIC03SE TtRMS SET FORTH 
below. TROfiRAM'’ INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMEMT. THE ASSOCIATED MEDIA. ANY 
pfllirrED MATERIALS. AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERlYATtVE 
WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE. INSTALUNS AND/OR USING THE PROGRAM 
YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC, rACTTVISiON'’). 

UMITED USE LICENSE. Activision grams you the roiv^jocluslve, non-transferetjle, limited rigltt and tese to irtsiaU and ifse 
ona copy d Program solely and fl»cfusEvely for ytfjr persorat use. All ngfits not speoificatly granted under this Agreement 
reserved by Acfivislon. TMs Program Is IrcertsKf, trai sold. Your Ficense confers no Frtje or ownersPIp in this Program and 
jJiQtfld not be consOned as a sate of any nights in this Program. 

OWNERSHTPh Ali liUe. awrterahlp rights and inteliectiial property rrgtTts In and lo this Program and any arrf all coptes therrof 
{including but not limited to any titles, computer code, themes, ohjeots, characters, character names, stories', dialog, oatich 
phrases; locatrarro, cOfioepts, artwort, animation, sounds, musical compositions, audio-visual eftecte, methods iif operadon. 
rrtijral rights, any related docuTMfttatlcm, and "applete" incorporated into this Program) are owned by ActrvisiDn or its licensora. 
This Program Is protected by the copyright laws of the Urvted States, International copyright tnaatJ^ and conventions aruf olher 
laws. This Program contains certain licensed materials and Activision's Ikrertsors may protect their rights In the event of any 
violation of this Agreement 
YOU SHALL NOT: 

« Expkjitthis Program orany of Its parts commercially. I'ncludlng but not Fimited to use at a cyber cate, computer gaming centre 
or any other locatiort-based site.iAdrvtejon may offer a separate Site Licflose Agreement to permit you to mate this Program 
available for commstoiai use; sea the eontaci IntermBtlon bslow. 

* Use this Program, or permit use of IfHS Pragram , nn mora than oire computer, computer tannInaL or workstehcm at the same- 
time. 

* Make copies of this Program or any part Ihcreef, or mate copies of the mortals aocompanylng this Program. 

« Copy this Program onto a hanl drive ar other storage device: you must run this Program from the included CD-ROM 
{although IhiS Program ilself may aulomabcally copy a portion ol liiis Program onto your hard drive during irrstellation In 
order to run more efTrcientiy). 

■ the program, w parmit use of this Program. In a network, multi'LfSfir arrangement or remote access arrangement 
Including any online use, except as otherwise explicitly provldied by this Program. 

“ SrfI, rent, least, license, distribute or oth^se transfer (his Program, or any copies of this Program, without the express 
prior written consent of AicfMsian. 

- fleveree engineer, derive sou re? coda, roodiiy. decompile, disassemble, or create derivative works of this Program , In whole 
Of in part. 

* Remove, disable or circumvent any proprletery noiices or labels ccnteined on or within the Program. 

* Export or re-fixport this Program or any copy or adaptation In vtolation of any applicable laws or feguiatlcms. fly using this 
Program you are warrandng lhat: you are not a "’foraign person."' as defined by U.S. goverttment ragulafians, or under the 
cofitro) of a foreign person. 

Rutes G everoing use of Scenario Editor "N^ Scanariqs" are date, generally reprasenfed by specific artwork, assets and other 
componenis in the Software, that con be uHlizsd to create new scenarios, and should you choose, rww campaigns. New 
Scenarios are permitted by LEC, in te sole cfiscretwn, on the foitewing conditions. You agree that the fdltewing condittorts apply 
to your creation o-f any New Scenarios' 

(1 ) New SoenarioS must work only with Ihe retail version of tbs Software, and may not work with any demo vecslons of the 
Saftwara, 

(2) New Scenarios may not madlly any .EXE, .DLL or other executaiNe files, 

{3) New Scenarios may not modify any .ORS or other resource files. 

(4) New Scenarios must not contain any illegal, scandalOLts, ilficil, defamatory, llbefoirs, or objeciiDnable material {as may te 
determined by LEG In its sofe discration). or any material lt«( infringes any trademarks, copyrights, protected works, 
publicity, proprletery, or other rights of any third party or of LEG. 

E5) New Soerjarios must identify In every descrIpUon fife, onHIiw dtecriptlon, and/or read-me; ta) Ihe name, address, mH e-maiE 
address o( the creator, and (b) the following dtsdalmgr: "THIS SCENARfD IS NOT MADE, DtSTRIBLJTEO. OR SUPPORTED 
BY LUCASARTS ENTERTAINMENT COMPANY LLC. ELEMENTS TM 4 © LUCASAFTTS ENTERTAINMENT COMPANY LLC 

and its licensors," 

(fi) New Scenarios may not be sold, bartered, or dt^buted with any other product for which ar^ oiiarge Is made {other than 
Incidental ch'arses for time spent ondlne), but raiher must bs distributed free of charge. 

By distributing or permitting the distrlOifdon of any New Scenario, all creators or owners of ary trademark, COpyr^ht. or olher 
^fit, title or Interest therein grant to LEG an Irrevocabls, parpetual. royalty-free, sublicensable right lo distribute the New 
^.enario by any means {whether now known or hereafter Invenied), and to create and distribute by any means {whether new 
known or hereafter Invented) derivabve works tnereof, and to charge for Ibc distribution of such New Scenario or such derivative 
wpi1(, with no obligation to account to any creators or owners of (he New Sitenarlo in ary manner. 



ACTIVISION Limited SO-Oay Warranty 

Activision warrmits to the Qrigrnal cnnsumBr pyrdiaser of this mnipclBr sahwsre product that tie locordinp medium on wtiich 
Ihe softwaio praymm is roconted will be fnEie from defects in matur^ ^d woitmanship for 90 days trom the date of puiptiasB. 
If the recording mfidium is ■faund defective wtthrn 90 days of original pumhase, ACTiVJSlON agreas to replace, free ol r^rge, 
any product discovered to be defective within such period upon recaipt at its F^ory ServicB Gentri of the product postage paid, 
wiih proof of dale of purchase, as tong as the program is stifJ befog manufactored by ACTlVlSiON- tn the event that the program: 
Is nO'tonger avarlabfe. ACTiVIStO’'M mtEins the right to substrtoto s similar product of epual or greater vatoe. 

This wartorrfy is limited to the recording medium containing the sorttware program originally provided by ACTiVlSfOf^ and is not 
applicable to normal wear and tear. This warranty sham not be applicable and shall he void if the defect has arisen through abuse, 
mistreatment, ur neglect Any Implied warranties applicahte to this pfochict are firnlted to the ftOday perfotf described above. 
EXCEH' AS S€T FORTH ABOVE, THIS WAHfiAhmf IS iW UBJ OF AIL OTflER WARBAtUTIES, WHETHER OBAL OR WRfTTEN, 
EXPRESS OR IMPLIED, INCLUDING ARY WARRANTY OF MERCHANTABIUTY OR FFTNESS FDR A PARTICULAR PURPOSE. 
AND NO OTHER BEPRESEliTATlON OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION, IN NO 
EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL. INCIDENTAL, DR CONSEDUEIVTIAL DAMAGE RESULTING FROM 
POSSESSION. USE OR MALFUNCTION OF THIS PRODUCT INCLUDING DAMAGE TO PROPERTY mi. TO IKE EXTENT 
PERMITTED BY LAW. DAMAGES FOR PERSONAL INJURY EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSEBILRY 
OF SUCH DAMAGES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPUED WARRAIVTY LASTS AND/OR 
TRE EXCLUSION OR UMnATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE fmW LIMITATIONS AND/OR 
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIRC LEGAL 
RIGHTS. AND YOU HAY HAVE OTHER RIGHTS WHfOH VARY FROM STATE TO STATE. 

When returning merchandise tor replacement please send the originsl product disks only' in protective packaging and Indude: 
1 , A photocopy of your darted safes recclpi 
Z Your namb and return address, typed or clearly printed 

3. A brief note describing the defect, the problem (s) you encountered and the system on wbicTt you are ranrting the product 
A. if you are returning Ihe product alter the 90-day warranty period, bul within ore year after the date of purchase, ptease 
Include a cheque or money order for S10 U.S, (AUD ST7 tor Australia, or El 0.00 for Europe) currency per CD or ftoppy 
dick replacement 

Note: Certilisd mail is recommended. 

in Europe send to: 

WARRANTY REPLACEMENTS 

ACTIVISiON (UK) Ltd,, Paritement House, St Laurence Way,. Slough, Berkshire, SL1 2BW. United Kingdom. 

Disc Replacement: 444 (Q)fl705 143 525 

In Australia send to: 

WARRANTY REPUtEMEHTS 

Activision, CenlUEv ?\m Leval i. 41 Rawson StraeL Epping, NSW 2121. AUSTRALIA. 


LIMJTATION on damages, in m event will ACTiVJStON BE LIABLE FDft BPECIAl. INCIDENTAL DR CONSEQUENTIAL 
0AMA6ES RESULTING FROM POSSESSION. USE OR MALFUNCTION OF THE PROGRAM. INCLUDING DAMAGES TO 
fflOPEFtTY, LOSS OF GOODWILi. COMPUTER FAILURE OR MALFUNCTION AND, TO TKE EXTENT PERMlHED BY LAW. 
damages for PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE PQSSJBILfTV OF SUCH DAMAGES. 
ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE UGENSE TO USE TWIS PROGRAM. SOME 
STATES^OUNTRIES do not allow LIMITATIONS ON HOW LONG AN IMPLIED WARRAMY LASTS ANDA5R THE 
exclusion or LIMITATION OF tNCIDEITTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE UMITATIONS AND/OR 
exclusion OR UMITATIDN of LIABEUTY may NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
rights, and you may have OTHER RIGHTS WHICH VARY FROM JURISOJCTION TO JURISDICTION. 

TERMINATIQN. Wllfiolit pfejudjce to any ottier rights of Acttytsion, Oils Agreement wiB terminate automatically if you 1^ to 
Gomp^ liWitli ils terms and condtlioos. In such event, you must desimy all copies of this Program and all of Its compaEJErt parts. 
U.S. GOVERNMENT RESTRICTED RIGHTS. The Program aod dociimentatlon haue been developed enlirBly at private axpeose 
Bnd are provicted as '‘CoEnmen:^ Computer Softwam" or “restricted computer software." Use, dupJiration or disclosure by 
the U.S. Government or a U.S. Government subcontiactor is subject to the restrictiorTs set forth In subparagraph (c)n)'[n) of 
the Righis in Technical Data and Computer Software clauses in DFARS 25Z527-7013 or as set forth in subparagraph 
and (2) of the Commercial Computer , Software Heatncted Rights clauses at FAR 52.227-19, as applicahle. The 
Contractor/Manufactursr is AcdvIsiDn^ Inc., 3100 Ocean Park Boulevard, Santa Monica, California 9MC5. 

IHJLFHCTIDH. Betause Activision would iM Irreparably daroaged if the tenms oMhIs Agreemant wara not spedficaJiy entmuBd, 
ymi agraa that Activision shall be .ertitted. without bond, other security or proof of damages, to appropriate equitable 
remedies with respect to breaches of this Agreement, in addition to such other rForedies as Actlvlsinn may otherwise have 
under applicable laws. 

indemnity. You agree to indemnify, defend and hold Activision, its partners, affifetes. contractors, officers, directors, 
empioyiees and agents harmless from ell damages, losses and expenses arising directfy or Indirectly from your acts and 
omissioos to not in using the Product pursuant to the terms of this Agraamenl 

MISCELLANEDUS. This Agreement represents the complate agreement coneeming this license between the parties and 
supersedes all prior agreements and representatiofis between them. It may be amended only by a writing executed by both 
parties. If any provision of this Agreemom is held to be unerrforeeable for any reason, such pnjvteion shall he reforewd on^ 
to the extent necessary to make it enforceable and toe remahirtg pnwislcins^ of Ihte Agreement shall not be affected. This 
Agreement shall he construed under Caidomla law as such law Is applied to agreomams between Callfom^ residents entered 
Into- and to he performed within CaUfortila. exciapt.aB governed by federal law and you consent to the exclusive jurisdlctjQn of 
the state and federal CEHirts in Los Arrgeles. Cafriomia. 

If you have any questtons concerning this license, you may contact Activision at 

3100 Ocean Park Bouiavantf, Santa Monica, Callfdfnja -90405, -r {310) 2S5-200Q. Attn. Business and Legal Affairs, 
legal@actlvision.cQin. 


LUCASARTS ENTERTAINIWENT COMWM4V LL£ 
P,0. Box 10307, San Rafael CA 94913 


©2001 LucasArts Entertainment Company LLC. © 2001 Lucasfllm Ltd. & TM. All nghts i^erved- 
Used under authorisation. LucasArts amf the LucasArts logo are trademarks of Luca&fllm Ltd 
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Want to be part of the history...? 
We will take you there. 
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